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%y  having  lotig  had* '  the  6ttlftUg«*  of'  ttti*- 
^ieiii{)latty6  miefa  m  its  favbi^^;  th^  ^opat^ftnoe 
H>f  inustrious  cliaraders  of  tibe  Diost  oppQiiille 
professions.  Generals,  hate  modelled*  tibelr 
^operations  od  its  little  [(oirtable  fiel^;  phila* 
^dpb^rs  have  traced  consequences  dirou^ 
iti  range  of  combinations ;  divines  hktse  e^&^F- 
cised  contemplation  in  its  vicissitudes.  Teem* 
iiigy  through  its  varied  progtefts  and  turns, 
With  excitements  td  tfainking,  it  is,  in  <  its 
esseatial  t^dency,  a  gymnasium  of  the  mind. 

It 


iv  PREFACE. 

^.  It  ts  unnecessary  to  insist  on  the  right  of 
this  game  to  be  classed  alone,  as  the  dis- 
tindlion  with  which  it  is  viewed  is  a  general 
sentiment  The  Editor  is  equally  unoriginal 
on  another  subjeft,  his  own  merely  coinciding 
with  public  impressions.  This  is  the  excellence 
of  the  work  of  Philidor,  as  a  deposit  of 
science  and  expei^i^ziGe.*  It  is  a  publication 
intrinsically  pervaded  by  invention  and  skill. 
The  substance  alone  is,  however,  entitled  to 
.imqualtfied  eulogy :  it  must  be  admitted,  that 
Vhi liiDQ r  pres^ted  it  in.'  a  dress  capabie  qi 
Jn)pr.QTeix)eQt  This,  partly  arose  from  ^ 
implicit  adi^tioQi  of  terms  which  he  found  i^ 
.th^  game;  aod  pajftly  from  the  difficulty  <A 
giving  his  ideas:  ftn  expressioni  as  clear  as 
.their  conceptioB^  when  CQuv^qying  them,  in  a 
foreign  lai^;uag!e^  -    .  ^ 

Hence  the  EditoIr  found  it  necea^ry  to 
recompose  some,  and  to  retouch  almost  all 
the  notes  of  the  ANALYSIS.    For  any  de- 
gree 


PREFACE.  T 

gree  of  obscurity  which  may  remain,  or  have 
acceded,  he  is  thus  become  chargeable.  Ht 
hopes  he  has.  not  unsuccessfully  endeavoured 
at  clearness;  and  he  felt  it  not  a  duty,  in* 
cumbent  on  his  province,  to  aim  at  elegance. 

In  the  notation  of  the  moves,  the  following 
are  the  principal  alterations  upon  which  he 
has  ventured.  When  the  first  lessons  at 
Chess. were  given  to  Phii^idor,  a  habit  of 
speaking  of  a  piece,  as  making  two  mov€s.  at 
once,  infeded  his  masters;  and  he  imbibed 
it  *^  The  king's  pawn  two  moves.'*  It  would 
he  as  proper  to  dire^  a  bishop  to  make  at 
once  seven  moves.  For  phrases  which' have 
been  repeated  till  they  cease  to  be  strange, 
in  marking  the  distance  to  be  passed  by.  a 
pawn,  the  Editor  uses  the  phrases,  **  om 
square ^--^^\  two  squares.-^ 

When  two  or  three  captures  succeed  with- 
out intermission,    he  found  the  word  retake 

employed. 


emptoy^d*  Bui;  a  piece  pnce  Iqst,  i$  recovered 
iif{  a .  different  ,  process  .  tjuift;  cpyljure ;  and 
though  a  pjaygr  may  n\ake  rcp^riaaliSf  or  rer 

mod^tioD^;  l]^  s^id  toi  Tetake.  As  this  ex- 
pression must  perplex  a  noviciate,  by  implying 
a  resemblance  in  Chess  ai^d  arms,  which,t  in 

this  respe6i,  does  not  exist,  and  cannot  be 

•  •  » 

^reeable  to  the  prpfipient.who  consid^rs^  its 
mcprr^dq^sS)  it  is  r^^^  in  X\i^/Pfe6QVt, 
copy,  .for  .the  simple  word  4ake. 


QPhe  terfti  double  cheek  was  indiscriminately 
applied)  in  the  AKALYSJS^  to  a  situation 
nnrhich  it  precisely  marks,  and  to  anpth?/' 
situation.  The  king  in  check  with  two  pieces, 
and  one  piece  taking  such  fin  attitude  to  give 
nhecky  jtkat  apetrt,  (^  (be^  asf filing  pfwer  dir 
verges  on  a  second  piece^  are,  surely,  different 
relations  of  the  mimic  forces.  The  Editor 
iftis  introduced  the  new  term  divergent  cheeky 
•for  t^e,  latter  situation. 

the 


The  high,  reputation  rof  PHiLiDO»,  has  not 
deteired  the  Editor  froni  critically  examiu: 
ing  each  sucjceasive  example  ^n  theANAtTsiSj 
nrhether  invented  or  adopted;  apd  if .  an  m^ 
quisitorial  review  has  dete6led  circumstances, 

in  the  collision  of  the  pieces,  which  appear  to 
flow  from  oversight,  it  is  a  just  ea^comium  on 
that  accomplished  player,  that  they  ate  very 
few.  Aware  of  the  delicacy  with  which  move- 
ments dependent  on  Gcmip&»te  play  sfaKflild 
he  touched,  the  EjE)i3C03t  bsK9  uniformly  wr 

tained  the  originardojurs^,a^gftPli  ^y  ^^fk'ir 
dor;  with  rieg}ai/l, (p >|ay  chs^^ge  of  c^urs^ 

merely  proposing  it  in  a  strifi^i^e^  or  purauing 

it  .in  Ahe  idetacheii^forni  of  ^  ^^ation. 

* 

The  ANALYSIS^  as  left  by  our  professor, 
was  not  accompanied  by  a  compendium  of  the 
first  elements  of  Chess,  thoifgh  a  standard  dis- 
play  of  the  constitution  of  the  game  must  Ife 
mor€{  or  less  nec^ssjary  to.e;krery  person  whQCPn* 
sultsU  Chess  Book.  The  INTRODUCTION 

now 


»••• 


Vlll  PREFACE. 

now  prefixed,  proceeds  on  the  suppositiott^ 
that  the  reader  is  an  inquirer  on  eoery  point 
conne6i;ed  with  the  board  and  pieces;  any 
other  idea  excludes  method,  and  involves 
rejedions  that  may  be  attributed  to  capricd 
The  divisions  will  enable  each  reader  to  pass, 
in  masses,  those  particulars  of  which  he  does 
not  want  to  be  informed. 

» 

The  rising  series  of  games  form  an  ascent 
to  PHILIDOR.  The  inceptive  party  is  in- 
terspersed with  moves  which  are  declared  to 
be  wrong :  these  may  have  a  parallel  use  with 
the  examples  of  false  constru^ion.  inserted  in 
grammars.  The  latter  have  long  been  pro- 
nounced to  furnish  an  improving  exercise. 

The  scale  of  powers  is  a  branch  of  Theory^ 
new  in  its  design.  An  engaging  part  of  the 
work  remains  to  be  noticed. 

The  Poem  of  Sir  William  Jones  is  intro- 
duced as  a  relief  from  a  serious  application  to 

the 


YREFACS. 


IX 


the  game^  and  an  elegant  embellishment: 
'Among  its  numerous  beauties,  the  description 
of  the  operations  of  the  knight,  may  be 
pointed  out  as  eminently  happy.  The  reader 
of  taste,  far  from  disapproving  the  assignation 
of  twenty  pages  to  this  admired  effusion,  will 
regret  that  the  recreative  flight  is  so  soon 
suspended ;  and  the  amateur  and  polite  scholar 
will  hail,  with  pleasure,  such  a  classical  offer- 
ing to  Chess. 
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CAISSA. 


OR 


THE  GAME  AT  CHESS. 


A  POEM. 


WRITTEN    IN    THE  TEAR    1763, 


BY  SIR  WILLIAM   JONES. 


THE  first  idea  of  the  following  piece  Avas  taken 
from  a  Latin  poem  of  Vida,  entitled  Scacchi  a  Ludus, 
which  was  translated  into  Italian  by  Marino,  and  in* 
serted  in  the  fifteenth  Canto  of  his  Adonis :  the  author 
thought  it  fair  to  make  an  acknowledgment  in  the  notes 
for  the  passages  which  he  borrowed  from  those  two 
poets ;  but  he  must  aUo  do  them  the  justice  to  declare, 
that  most  of  the  descriptions,  and  the  whole  story  of 
Ca'issa,  which  is  written  in  imitation  of  Ovid,  are  his 
own,  and  their  faults  must  be  imputed  to  him  only. 
The  characters  in  the  poem  are  no  less  imaginary 
than  those  in  the  episode ;  in  which  the  invention  of 
Chess  is  poetically  ascribed  to  Mars,  though  it  is  cer- 
tain that  the  game  was  originally  brought  from  India. 


CAISSA. 


*  KJF  armies  on  the  chequerM  field  arrayM^ 
And  guiltless  war  in  pleasing  form  display'd ; 
When  two  bold  kings  contend  with  vain  alarms^ 
In  ivory  this^  and  that  in  ebon  arms  ; 
Sing,  sportive  maids,  that  haunt  the  sacred  hill 
Of  Pindos,  and  the  fam'd  Pierian  rill, 
t  Thoui  joy  of  all  below,  and  all  above. 
Mild  Venus,  queen  of  laughter,  queen  of  love ; 
Leave  ttiy  bright  island,  where  on  many  a  rose 
And^many  a  pink  thy  blooming  ti-ain  repose : 


IMITATIONS, 

*  Ludimus  efBgiem  belli,  iimulataque  veris 
Prselta,  buxo  acies  fictas,  et  ludicra  regna : 
Ut  gemini  inter  se  reges,  albusque  nigerque, 
Pro  laude  oppositi  certent  bicoloribus  annis. 
Dicite,  Seriades  Nymphae,  certamina  tanta*        f^fda. 

f  iEneadum  genitrix,  hominnm  divtimque  voluptas. 
Alma  Venus  !  &c,  Lucretius^ 

B  2  '    Assist 


« 


4  CAISSA. 

Assist  me»  goddess !  since  a  lovely  pair 
Command  my  song,  like  thee  divinely  fair. 

Near  yon  cool  strAaib,  wHosc  living  waters  play, 
And  rise  trandacent  in  the  solar  ray; ' 
Beneath  die  covert  of  a  fragrant  bower. 
Where  spring's  soft  influence  purpled  every  flower ; 
Two  smiling  nymphs  reclinM  in  calm  retreat. 
And  envying  blossoms  crouded  round  their  seat ; 
Here  ]t>elia  was  enthroned,  and  by  her  side 
The  sweet  Sirena,  both  in  beauty's  pride: 
Thus  shine  two  roses,  fresh  with  early  bloom. 
That  from  their  native  stalk  dispense  perfume ; 
Their  leaves  unfolding  to  the  dawning  day 
Gems  of  the  glowing  mead,  and  eyes  of  May. 
A  band  of  youths  and  damsels  sat  around. 
Their  flowing  locks  with  braided  myrtle  bound ; 
Aga^s,  in  die  graceful  dance  admir'd, 
And  gentle  Thyrsis,  by  die  muse  inspir'd  ; 
With  Sylvia^  fiiirest  of  the  mirthful  train ; 
And  Daphnis,  doom'd  to  love,  yet  love  in  vain. 
Now,  whilst  a  purer  blush  o'erspreadsr  her  cheeks. 
With  soothing  accents  thus  Sirena  speaks : 


The 


CAIS9A. 


<*  The  meads  and  la^Tirns  are  tingM  with  beaipy  light. 

And  waleful  larks  begin  their  vocal  flight ; 

Whilst  on  each  bank  the  dewdrops  sweetly  smile ; 

What  sport)  my  Delia,  shall  the  hours  beguile  ? 
*<  Shall  heayeoly  notes,  prolonged  with  various  art, 
*^  Charm  the  fond  ear,  and  warm  the  rapturous  heart? 
**  At  distance  shaU  we  vi^w  the  sylvan  chace  2 
**  Or  catch  with  silken  lines  the  finny  race  ?" 

Then  Delia  thus :  *^  Or  rather,  fince  we  meet 
**  By  chance  assembled  in  this  cool  retreat, 
*^  In  artful  contest  let  our  warlike  train 
^*  Move  well*direAed  o'er  the  coloured  plain ; 
**  Daphnis,  who  taught  us  firsts  the  play  shall  guide ; 
**  Explain  its  laws,  and  o*er  the  field  preside : 
*^  No  prize  we  needy  oHx  ardour  to  inflame ; 
^*  We  fight  with  pleasure,  if  we  fight  for  fame.'* 

The  nymph  consents:  the  maids  and  youdis  prepare 
To  view  the  combat,  and  the  sport  to  share : 
But  Daphnis  most  approved  the  bold  design, 
Whom  Love  instruAed,  and  the  tuneful  Njaeii 
He  rose,  and  on  the  cedar  table  placed 
A  polishM  board,  with  differing  colours  graced ; 

B  3  Squares 


6  caissa; 

*  Squares  eight  times  bight  in  equal  order  lie  ; 

These  bright  as  snow,  those  dark  with  sable  dye ;    " 

Like  the  broad  target  by  the  tortoise  born,  '   ' 

Or  like  the  hide  by  spotted  panthers  worn. 

Then  from  a  chest,  with  harmless  heroes  stor'd. 

O'er  the  smooth  plain  two  well- wrought  hosts  he  pour'd ; 

The  champions  burnM  their  rivals  to  assail, 

tj  Twice  eight  in  black,  twice  eight  in  milkwhite  mail ; 

In  shape  and  station  different,  as  in  name. 

Their  motions  various,  nor  their  power  the  same. 


IMITATIONS. 

*  Sexaginta  insuht  et  quataor  ordine  sedes 
Octono ;  parte  ex  omni,  via  limite  quadrat. 
Ordinibus  paribus ;  necnon  forma  omnibus  una 
Sedibus,  sequale  et  spatium,  sed  non  color  unus; 
Alternant  semper  varia,  subeuntque  vicissim    . 
Albentes  nigris;  testudo  piqta  superne 
Qvalia  devexo  gestat  discrimina  tergo. 

f  Agmina  bina  pari  numeroque,  et  viribus  sequis,    . 
Bis  nive^  cum  veste  octo,  tolidemque  nigranti* 
Ut  varise  facias,  pariter  sunt  et  sua  culque 
.Nomina^  diversum  munus,  non  sequa  potestaa.  ^■ 

Say 


CAISSA.  7 

Say,  muse  \  (for  Jove  has  -nought  from  thee  concealM) 
Who  formed  the  legions  on  the  level  field  ? 

High  in  the  midst  the  reverend  kings  appear. 
And  o'er  the  rest  their  pearly  scepters  rear : 
One  solemn  step,  majestically  slow, 
They  gravely  move,  and  shun  the  dangerous  foe ; 
If  e'er  they  call,  the  watchful  subje£ls  spring. 
And  die  with  rapture  if  they  save  their  king ; 
On  him  the  glory  of  the  day  depends. 
He  once  imprison'd,  all  the  conflict  ends. 

The  queens  exulting  near  their  consorts  stand ; 
Each  bears  a  deadly  falchion  in  her  hand ; 
Now  here,  now  there,  they  bound  with  furious  pride. 
And  thin  the  tiembling  ranks  from  side  to  side ; 

Swift  as  Camilla  flying  o'er  the  main. 
Or  lightly  skimming  o'er  the  dewy  plain : 
Fierce  as  they  seem,  some  bold  Plebeian  spear 
May  pierce  their  shield,  or  stop  their  full  career. 

The  valiant  guards,  their,  minds  on  havock  bent,  v 
Fill  the  next  squares,  and  watch  the  royal  tent ; 

.  B  4  Though 
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8  CAISSAi 

Tho*  weak  their  spears,  tho*  dwarfish  be  their  hei|^t, 
♦Corapaft  they  moye,  the  bulwark  of  the  fight. 

To  right  and  left  the  martial  wings  display 
Their  shining  arms,  and  stand  in  close  array. 
Behold,  four  archers,  eager  to  advance. 
Send  ^he  light  reed,  and  rush  with  sidelong:  glance ; 
Through  angles  ever  they  assault  the  foes, 
True  to  the  colour,  which  at  first  they  chose. 
Then  four  bold  knights  for  courage  fiimM  and  speed, 
Each  knight  exalted  on  a  prancing  steed : 
t  Their  arching  course  no  vulgar  limit  knows, 
Transverse  they  leap,'  and  aim  insidious  blows : 


IMITATIONS. 

f  II  cavallo  leggier  per  dritta  lista, 
Come  gli  altri,  V  arringo.  unqua  non  fende, 
M^  la  lizza  attra versa,  e  fiero  in  vista 
Curvo  in  girp,  e  lunate  il  salto  stende, 
£  sempre  nel  saltar  due  case  acquista, 
Qael  colore  abbandona,  e  questo  prende. 

Marino^  Adone.  15. 

NOTE. 

*  The  chief  art  in  the  Tactics  of  Chess  consists  in  the  nice 

coi|duct  of  the  royal  pawns  j  in  supporting  them  against  every 

attack  i^  and,  if  they  are  taken,  in  supplying  their  places  with 

others  equally  supported :  a  principle,  on  which  the  success  of 

^  game  in  great  measure  depends,  though  it  seeois  to  be 

omitted  by  the  very  accurate  Vida. 

Nor 
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N6r  friends,  nor  foes,  their  rapid  force  restrain, 

By  One  quick  bounds  two  changing  squares  they  gain ; 

From  varying  hues  renew  the  fierce  attack. 

And  rush  from  black  to  white,  from  white  to  black. 

Four  solemn  elephants  the  sides  defend ; 

Beneath  the  load  of  ponderous  towers^ey  bend : 

In  one  unaher'4  line  they  tempt  the  fight ; 

Now  crush  the  left,  and  now  overwhelm  the  right. 

Bright  in  the  front  the  dauntless  soldiers  raise 

Their  polished  spears ;  their  steely  helmets  Uaze : 

PreparM  they  stand  the  daring  foe  to  strike, 

Dire£t  their  progress,  but  their  wounds  oblique. 

Now  swell  th'  embattled  troops  with  hostile  rage, 
And  clang  their  shields,  impatient  to  engage ; 
When  Daphnis  thus :  A  varied  plain  behold. 
Where  fairy  kings  their  mimick  tents  unfold. 
As  Oberon,  and  Mab,  his  wayward  queen, 
ticad  forth  their  armies  on  the  daisied  green. 
No  mortal  hand  the  wondrous  sport  contrivM,   « 
By  Gods  invented,  and  from  Gods  derivM ; 


From 
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*  From  them  the  British  nymphs  recciy'4  the.  game^ 
And  play  each  morn  beneath  the  crystal  Thame ; 
Hear  then  the  t^le,  which  they  to  Coliosung,     . 
As  idling  o'er  the  Iwcid  ^yave  be  hung. 

A  lov^ely  Dryad  rangM.the  Thraci^n  wild,    : 
Her  air  enchanting,  and  her  aspedl  mil4 : 
To  chase  the  bounding  hart  was  all  her  joy.,. 
Averse  from  Hymen,  and  the  Qypnan  boy  ; 
O'er  hills,  and  valleys  was  her  beauty  fam'd. 
And  fairCa'issa  was  the  damsel  liam'd. 
Mars  saw  the  maid ;  with  deep  surprize  he  gaz'd, 
Admir*d  her  shape,  and  every  gesture  prais'd : 
His  golden  bow' the  child  of  Venus  bent,        ... 
And  through  his  breast  a  piercing  arrowjsent: 
The  reed  w^s  Hope:;  the  feathers,  keen  Desire  I  .. 
The  point,  her  eyes ;  the  barbs,  .ethereal  lire,  : 
Soon  to  the  nymph  he  pour'd  his  tssnder  strain ; 
The  haughty  Dryad  scgrn'd  his  aniorous.  pain  2 


^mKmt^mmml»m^mm•l,mm^limt^m^^•^^ 
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*  Quse  quondam  sub  aquis  gaudent  spectacla  tueri 
Nereides,  vastique  Qmnis  gens  accola  ponti ; 
Siquando  placidum  mare,  et  humida  regna  qulerunt. 


He 
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He  told  his  woes,  where'er  the  maid  he  found,  ' 

And  sriU  he  press'd,  yet  still  Caissa  frownM; 

But  ev'h  her  frowns  (ah,  what  smiles  have  done  I)  ' 

Fir'd  all  his  soul,  and  all  hi$  senses  won. 

He  left  his  car,  by  raging  tigers  drawn, 

And  lonely  wander'd  o*er  the  dusky  lawn  ; 

Then  lay  desponding  near  a  murmuring  stream. 

And  fair  Caissa  was  his  plaintive  theme. 

A  Naiad  heard  hijn  from  her  mossy  bed, 

And  through  the  crystal  rais'd  her  placid  head ; 

Then  mildly  spfake :  **  O  thou,  whom  lofve  inspires,    * 

**  Thy  tears  will  nourish,  nor  allay  thy' fires.  ' 

**  The  smiling  blossoms  drink  the  pearly  dew ; 

"  And  ripening  fruit  the  featherM  race  pursue ; 

*'  THe  scaly  shOals  devour  the  silken  weeds  j 

*^  Love  on  our  sighs,  and  on  our  sorrow  feeds.       1 

**  Then  weep  no  inore ;  but,  ere  thou  canst  obtain 

"  Balm  to  thy  wounds,  and  solace  to  tliy  pain, 

"  With  gentle  art  thy  martial  look  beguile ; 

**  Be  mild,  and  teach  thy  rugged  brow  to  smile. 

"  Canst  thou  no  play,  no^ soothing  game  devise; 

**  To  make  thee  lovely  in  the  damsel's  eyes  ? 

f*  So  m^y  thy  prayers  assuage  the  scornful  dame, 

f^  And  ev'n  Caissa  own  a  mutual  flame." 

■  «  Kind 
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*'  Kind  nymph,  said  Mafs,  thiy  cdunsel  I  approve; 

Ait»  only  art,  her  ruthless  breast  can  nioye. 

Bnt  when  ?  or  how  ?  Thy  dark  discourse  eltphtin ; 
**  So  may  thy  stream  ne*er  swell  with  gushing  min  x 
**  So  may  thy  waves  in  one  pure  current  floWj 
**  And  flowers  eternal  on  thy  border  blow !'' 

To  whom  the  maid  replied  with  smiling  mien : 
*^  Above  the  pakce  of  the  Paphian  queen 
"  ♦  Love's  brother  dwells,  a  boy  of  grace^l  port, 
*<  By  gods  nam'd  Euphron,  and  by  mortals  Sport : 

Seek  him ;  to  faithful  ears  unfold  thy  grief, 

4 

And  hope,  ere.  mom  return,  a  sweet  relief* 
**  His  temple  hangs  below  the  azure  skies ; 
"  Scest  thou  yon  argent  cloud  ?  *Tis  there  it  lies.** 
This  said,  she  sunk  beneath  the  liquid  plain. 
And  sought  the  mansion  of  her  blue-hair'd  train. 


i* 
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*  Ecco  d'  astuto  ingegno,  e  pronta  mano  ^    , 

Garzon,  che  sempre  scherza,  e  vola  ratto, 
Gioco  s'apella,  ed  e  </'  amor  germano. 

MarinOjAdone.i^* 
Meantime 
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Meantime  the  god,  elate  with  heart-felt  joy» 
Had  reaoh*d  the  temple  of  the  sportful  .boy ; 
He  told  Cuua's  chaims,  his  kindled  fire^ 
Tlie  Kinad's  counsel,  and  liis  warm  desire. 
*^  Be  swift,  he  added,  give  my  passion  aid ; 
*^  A  god  requests.**— 4Ie  spake,  and  Sport  obey'd. 
He  framed  a  tablet  of  celestial  mold, 
Inlay'd  with  squares  of  silver  and  of  gold ; 
Then  of  two  metak  formM  the  warlike  band. 
That  here  compaft  in  show  of  battle  stand ; 
He  taught  the  rules  that  guide  the  pensive  game, 
And  callfd  it  Cassa  from  the  Dryad's  name : 
(Whence  Albion's  son^,  who  most  its  praise  confess, 
Approved  the  {day,  and  nam'd  it  thoughtful  Chess.  J 
The  god  delighted  thankM  indulgent  Sport  i 
Then  gmspM  the  board,  and  left  his  airy  court. 
With  radiant  feet  he  pierc*d  the  clouds;  nor  stay'd, 
Till  in  the  woods  he  saw  the  beauteous  maid : 
Tir'd  with  the  chase  the  damsel  set  reclin'd. 
Her  ^rdle  loose,  her  bosom  unconfin'd* 
He  took  the  figure  of  a  wanton  Faun, 
And  stood  before  her  on  the  flowery  lawn ; 
Then  show'd  his  tablet :  pleas'd  the  nymph  surveyed 
The  lifeless  troops  in  glittering  ranks  displayed ; 

She 
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She  askM  the  wily  sylvan  to  explain 

The  various  motions  of  the  splendid  train; 

With  eager  Heart  she  caught  the  winning  lore. 

And  thought  ev'n  Mars  less  hateful  than  before; 

**  What  spell,  said  she,  deceived  my  careless  mind?    , 

**  The  god  was  fair,  and  I  was  niost'ulnkind." 

She  spoke,  and  saw  the  changing  Faun  assume 

A  milder  aspect,  and  a  fairer  bloom ; 

His  wreathing  horns,  that  from  his  temples  grew, 

Flow'd  down  in  curls  of  bright  celestial  hue; 

The  dappled  hairs,  that  veilM  his  loveless  face, 

BlazM  into  beams,  and  show'd  a  heavenly  grace ; 

The  shaggy  hide,  that  mantled  o'er  his  breast. 

Was  soften'd  to  a  smooth  transparent  vest. 

That  through  its  folds  his  vigorous  bosom  show'd, 

And  nervous  limbs,  where  youthful  ardour  glpw'd: 

(Had  Venus  view'd  him  in  those  blooming  charms. 

Not  Vulcan's  net  had  forc'd  her  from  his. arms.) 

With  goatlike,  feet  no  more  he  mark'd  the  ground, .   . 

But  braided  flowers  his  silken  sandals  bound*. 

The  Dryad  blusfa'd;  and,  as  he  press'd  her,  SQiil'^,' ; 

Whilst  all  his  cares  one  tender  glance  beguil'd. 

.He  ends:  To  armSf  the  maids,  and  striplings  cry  if 
To  armsi  the  groves  and  sounding  vales  reply# 

Sirena 
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Sirena  led  to  war  the  swarthy  crew, 
And  Delia  those  that  bor-e  the  lily's  hoe. 
Who  first,  O  muse,  began  the  bold  attack; 
The  white  refulgent,  or  the  mournful  black? 
Fair  Delia  first,  as  favouring  lots  ordain, 

Moves  her  pale  legions  tow'rd  the  sable  train : 
From  thought  to  thought  her  lively  fancy  flies> 
Whilst  o'erihe  board  she  darts  her  sparkling  eyes. 

At  length  the  warrior  moves  with  haughty  strides; 
Who  from  the  plain  the  snowy  king  divides : 
With  equal  haste  his  swarthy  rival  bounds; 
His  quiver  rattles,  and  his  buckler  sounds : 
Ah  I  hapless  youths,  with  fatal  warmth  you  burn ; 
Laws»  ever  fix'd,  forbid  you  to  return. 
Then  from  the  wing  a  short-liv'd  spearman  flies^ 
Unsafely  bold,  and  see!  he  dies,  he  dies: 
The  dark-brow'd  heno,  with  one  vengeful  blow 
Of  life  and  place  deprives  his  ivoiy  foe. 
Now  rush  both  armies  o'er  the  burnish'd  field, 
Hurl  the  swift  dart,  and  rend  the  bursting  shield. 
Here  furious  knights  on  fiery  coursers  prance. 
Here  archers  spring,  and  lofty  towers  advance. 
But  see!  the  white*robM  Amazon  beholds 
Where  the  dark  host  its  opening  van  unfolds: 

Soon 
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Soon  as  her  eye  disceras  the  hostile  maid. 
By  ebon  shield,  and  ebon  helm  betray 'd ; 
Seven  squares  she  passes  with  majestic  mien. 
And  stands  triumphant  o'er  the  falUng  queen. 
Perplex'dy  and  sorrowing  at  his  consort's  fate. 
The  monarch  bumM  with  rage,  despair,  and  hate: 
Swift  from  his  zone  th'  avenging  blade  he  drew, 
And,  mad  with  ire,  the  proud  virago  slew* 
Meanwhile  sweet  smiling  Delia's  wary  king 
Rctir'd  fro^i  fight  behind  his  circling  wing. 

Long  time  the  war  in  equal  balance  hung; 
Till,  tinforseen,  an  ivory  couiser  sprung. 
And,  wildly  prancing  in  an  evil  hour, 
Attack'd  at  once  the  monarch  and  the  tower: 
Sirena  blush'd ;  for,,  as  the  rules  requir'd, 
Her  injur'd  sovereign  to  his  tent  retirM ; 
Whilst  her  lost  castle  leaves  his  threatening  height, 
And  adds  new  glory  to  th'  exulting  knight. 

At  this,  pale  fear  oppress'd  the  drooping  maid, 
And  on  her  cheek  the  rose  began  lo  fade: 
A  crystal  tear,  that  stood-  prepar'd  to  fall, 
She  wip'd  in  «ilence,  and  concealM  from  all ; 
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From  all  but  Dgphnis :  He  remarked  ber  fWp   '         ^ 
And  saw  the  weakness  of  her  ebon  twn ; 
Then  gently  sp9ke :  '*  l-et  me  your  I055  supply,     .    , 
**  And  either  nobly  win»  or  nobly  die  ;  .         < 

<*  Me  oft  has  fortune  crown'd  with  fair  success^ 
**  And  led  to  firiumph  in  the  fields  of  Cbes^." 
He  said :  the  filing  qyniph  her  place  resiguM^ 
And  sat  at  distance  on  die  bank  redin'd* 

,  ,         ..»    r       .      . 

Thus  when  Minerva  caU'd  her  chi<;f  to  arms. 
And  Troy's  hig^  ^tret  shook  wifb  dire  alaimst 
The  Cypriaq  goddess  wounded  left  the  plaim 
And  Mars  engag'd  a  mightier  force  in  y^^ 

Strait  Dapbnis  leads  his  squadron  to  the  field ; 
(To  Delia's  arms  'tis  cv'n  a  joy  to  yield.) 
Each  guileful  snare,  and  subtle  art  be  tiies^ .       >     .     ^ 
But  finds  his  heart  less  powerful  than  her  eyes : 
Wis4pm  and  strength  superior  charms  obey; 
And  beauty,  beauty,  wins  the  kngrfought  day. 
By  diis  a  hoary  chief,  on  slaughter  bent. 
Approached  the  gloomy  king's,  unguarded  tent ; 
Where,  late,  his  consort. spread  dismay  around, 
Now  her.dark  corse  Ues  bleeding  on  the  ground. 

■•  '    C  Hail. 
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Hail,  happy  youth !  thy  glories  not  unsung 

Shall  live  eternal  on  the  poct*s  tongue ; 

For  thou  shalt  soon  receive  a  splendid  change. 

And  o'er  the  plain  with  nobler'  fiiry  range. 

The  swarthy  leaders  saw  die  storm  impend. 

And  strove  in  vain  their  sovereign  to  defeiid  : 

Th'  invader  wav*d  his  silver  lance  in  air,         • 

And  flew  like  lightning  to  the  fatal  square ;  -  - 

His  limbs  dilated  in  a  moment  grew 

To  stately  height,  and  widen'd  to  the  view ; 

More  fierce  his  look,  more  lion-like  bis  mien,  .    ' 

> 
Sublime  he  mov'd,  and  seem'd  a  warrior  queen* 

As  when  the  sage  on  some  unfolding  plant 
Has  caught  a  wandering  fly,  or  frugal  ant. 
His  hand  the  microscopick  frame  applies. 
And  lo  I  a  bright  hair'd  monster  meets  his  eyes ; 
He  sees  new  plumes  in  slender  cases  roU'd ; 

Here  stain'd  with  azure,  there  bedropp*d  with  gold ; 
Thus,  on  the  altered  chief  both  armies  gaze. 
And  both  the  kings  are  fix'd  with  deep  amaze* 
The  sword^  which  arm'd  the  snow-white  maid  before, 
He  now  assumes,  and  hurls'  the  spear  no  more ; 
Then  springs  indignant  on  the  dark-rob'd  band. 
And  .knights  and  archers  fee}  his  deadly  hand. 

Now 
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Now  flies  the  mooarclhoCi  tbe  sable  shield,'-     '  " 
His  legions  vanquish'dy  o'er  the  lonely  field :    , 
*  So  when  the  morn,  by  rosy  coursers  drawn. 
With  pearls  and  rubies,  sows  the  verdant  lawn.  * 
Whilst  each  pale  star  from  beaven*s>blQe|v^plt  retires,  i( 
Still  Venus  gleams,  and  last  of  all  expires. 

He  hears,  where'er  he  moves,  the  dreadful  sound ; 

Chick  the  deep  vales,  and  CAeck  the  woods  rebound. 
No  plaqe  remains :  he  sees  the  certain  fate,     '   . 
And  yields  his  throne  to  ruin,  and  Checkmate. 

A  brighter  blush  overspreads  the  damsel's  cheei^s. 
And  mildly  thus  the  conquered  stripling  speaks : 
**  A  double  triumph,  Delia,  hast  thou  won, 
•*  By  Mars  protected,  and  by  Venus'  son ; 
**  The  first  with  conquest  crowns  thy  matchless  art, 
**  The  second  points  those  eyes  at  Daphnis*  heart.** 


IMITATIONS. 
Medio  rex  aequore  inermis 


Constitit  amissis  sociis :  velat  sethere  in  alto 
Expulit  ardentes  flammas  ubi  latea  bigis 
Luciferis  Aurora,  tuus  pulcherrimus  ignis 
Lticet  adhoc,  Venus,  et  coelo  mox  ultimus  exit. 


Fida^  ver6o4. 
She 
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She  smil'd ;  the  nymphs  and  amorous  yoofiis  arise^ 
And  own  that  beiluty  gaiiiM  the  nobler  prize. 

*  * 

Low  in  their  chest  Hie  mimic  troops  were  lay^d, 
*  And  peacefiil  slept  the  saUe  hen>'^  shade* 


^■■>i 


■•" 


*  A  parody  of  the  last  line  in  Pope's  translation  of  the  Illad^ 
^  And  peaceful  slept  the  mighty  Hector's  shade.*' 
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INTRODUCTION  TO  CHESS. 


.      ,      CHAPTER  I. 

•     •  •  • 

'  -  .  .  . 

The  board  on  wWch  this  game  is 
played^  like  that  used  at  Draughts^  is  a  square, 
divided  into  sixt^-four  lesser  squares,  and 
checquered  hlack  and  white.  At  Chess  these 
squares  have  the  technical  name  of  houses, 
and  are  all  made  use  of  in  play. 

In  placing  the  board,  care  must  he, taken 
that  one  of  the  two  white  comer  squares  be  at 
the  right  hand  of  each  player.  Note — That 
when  the  board  is  in  this  position,  the  several 
ranges  of  houses  running  in  a  strait  line  from 
left  to  right,  are  called  ranks;  those  perpei;-* 
dicular  to  them,  running  from  one  player  to 
.  the  other,  take  the  name  of  Jiles,  and  the  two 
.  ranges,  sloping  from  one  corner  of  the  ]|>oard 

to 
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to  the  opposite,  (one  of  white,  the  other  of 
black  squares,  touching  at  the  comer),  are 
^agjonak;JskMc  the  le&ser  rangis^  which 'ini 
in  a  parallel  direction. 

THE    PIECES 

I 

Allotted  to  each  competitor  are  sixteen,  viz. 
a  king,  a  queen,  two  bishopisi,  two  knights> 
two  rooks,  and  eight  pawns.     As  a  necessary  ^ 

distinftiouj  ^ch'set  is  colt>ured;lti  a  different 

» 

way ;  one  is  commonly  white,  the  other  red 
or  black. 


:THE    DISPOSITION    OF   THE  PIl^CES   ON  TPB 

BOA^D 


r> 


Irf  as  follows:  The  white  kiiig^  is  to  he  seated 

on  the  first  or  nearest  rank,   on 'the  fourth 

'house  (a^lack  one)  from  that  corner  of  the 

•  board  which  is  to  the  right  of  the  player  to 

whom  he  belongs  ;  his  queen  close  to  him  oh 

his  left,  on  a  house  of  her  bwn  colour — on 

-one  side  of  each  of  these,  a  bishop — adjoining 

*each  of  the  bishops,  a  knight—and  last  of  all, 

at  the  comers  of  the  board,  the  two  rooks. 

Having  thus  arranged  the  first  line,  let  the 

whole  of  tlie  second  rank  be  occupied  by  the 

pawns. 


**  "  f 

fJiwnfi,  Otoe  bcffere  e^Ti  of  the  dignified  pfeceri 
As  to  the  counter  s^,  the  black  king  rs  to  ht 
phiced  on  tlie  ferther  &ide  of  the  boards  eS:*» 
afitty  opposite  the  white  one— his  queen  oppo- 
site the  white  queen— '•and  so  on;  placing  all 
the  pieces  opposite  those,  of  corresponding  de- 
nomination^— the  Spawns  on  the  second  mnk 
as  before- 

To  illustrate  what  has  been  said,  and  to 
prevent  any  misunderstanding  respe6i;ing  it,  as 
well  as  to  ihew  the  forms  of  the  pieces^  the 
plate  formihg  the  frontispiece  is  given ;  which 
see. 

^THfillt  < POWERS   A KD   MOt)£   OF   ACTIOK* 

The  gradation  in  rising  from  the  lowest,  to 
the  higher  pieces,  will  shew  the  comparative 
worth  of  each  kind. 

I.  Of  the  PAWN.  When  one  of  the  pawns 
is  inoved,  it  must  be  along  the  file  in  which 
he  has  been  first  placed,  in  a  strait  line  towards 
the  adverse  party.  The  first  move  may  be 
either  one  or  two  squares,  at  the  option  of  the 
player:  after  which,  no  one  of  them,  while  he 
remains  a  pawn,  can  advance  more  than  one 
ho<iie  at  a  time.     When  once  brought  =  out^  a 

pawn, 
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pawn,  more  restrained  than  any  other  piece, 
^cannot  retreat  or  move  back  again.  He  is 
prohibited  too  from  quitting  his  own  file 
for  that  of  another,  except  in  the  single  case 
pf  making  a  capture ;  on  which  occasion  he 
moves  obliquely  into  the  next  file,  to  the  right 
or  left  (as  the  case  may  happen)  one  house 
forward ;  placing  himself  on  the  squar.e  of  the 
piece  faken^  *  which  is  removed  from  the 
;boar|d;  after  which  he  is  confined  to  moving 
4irectly  forwards  as  before^  and-  cannot  leave 
his  new  file  for  another,  but  on  a  similar  oc- 
casion to  that  which  led  him  into  it. 

A  pawn,  like  every  other  agent  on  the  board, 
takes  any  piece  that  comes  -within  his  reach, 
indiscriminately  from  one  of  his  own  quality 
to  the  queen.  ,  '  ' 

IL  The  KNIGHT.  The  move  of  the  knight 
is  peculiar  to  himself,  and  difficult  to  explain. 
It  is  two  squares  at  once  (three,  including  his 
own)  in  a  direction  partly  diagonal  and  partly 
strait.  The  house  he  goes  into,  is  always 
of  a  different  colour  from  that  which  he 
leaves.  It  may  likewise  be  said  to  be  uni- 
formly nest  but  one  to  the  latter ;  although  in 

*  This  is  the  ^stom  of  all  the  pieces,  on  a  capture; 

his 


his  {>assage  to  it  ^he  passes  transversely  over 
tlie  corners  ^6f  ^tt^o. 

'- The  knight's  powear.of  capture  reaches* to 
any  sqaarc;  that  his  move  Mnll  take  him  into.' . 

-  Note-^That  this  is  the  only  piece  that  has  a 
'Vaulting  motion;  or  that  is  not  precluded  from 
going  to  a  square,  between  which  and  his  own 
other  plecesintervene :  just.to  diewlVhaf  is 
'meant,  if  good  play  perhiftted  it^  any.  one.of 
the  knights  could  move  out  before  a  pawn  had 
i$ti^red,  ali^ting'on  the  third  square  of  eithisr 
the  Irishop'orthe  rook ;' without  waiting,  as 
'>the  other  ^superior  pieces  arie  obliged^  till  an 
opening,  be  made. 

-  Itr.  The  BisHbp.  By  observing  the  plate 
it  will  be  se^, '  that  the  bishops  of  the  same  set 
are placedon  squares  of  a  different  colour; 
the  white  king's  bishop,  for  instance,  being 
seated  on  a  white,  and  the  white  queen's  bishop 
on  a  black  square.  What  makes  it  necessary 
to  remark  this,  which  is  common  to  the  knight 
and  ropk,  is,  that  the  bishops  unlike  all  the 
other  pieceis,  ii  obliged  to  walk,  throughout 

*  the  game,  on  that  colour  of  the  exchequer  ♦. 

that  he  was  placed  on  at  the  commencement 

<      ■       .  ■ 

*  A  technicai  name  for  the  board. 

of 
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of  it ;  nrhich  is  a  necessary  consequence  of  his 
motion  being  purely  diagonaL  Hk  step  is  im 
other  respe^  very  iinlianited,  as  he  may^  at  a 
single  effort,  ^o  any  length  of  squares  from 
^ne  to  eight.  The  hishop,  if  the  load  he  open 
&nrh]m,  takes  at  any  distance. 

IV.  The  BOOK.  The  rook  maves  in  strait 
limSj  forwards  or. sideways.  He  can,  at  one 
step,  pass  along  a  whole  rank,  or  a  whole  file, 
or  stop  short  at  the  first,  second,  third,  or  any 
Mher  square  of  a  rank  or  file,  asioccasion  may 
require.  Like  the  bishop,  and  on  the  same 
condition,  he  takes  at  any  distancef* 

'  V.  The  QUXKN — unites  the  moves  of  the 
bishop  and  rook ;  and,  like  thmi,  when  the 
road  is  open,  takes  at  any  distance. 

f  Having  gotten  throngh  the  last  of  the  pieces  of  which 
there  are  more  than  one  of  a  sort,  in  order  to  confirm  the 
reader  in  what  he  might  suppose,  and  to  leave  him  no 
question  to  make,  we  turn  aside  to  observe  to  him,  that  the 
difference  in  the  worth  of  pieces  of  the  same  kind,  is  indeed 
next  to  fuaMng ;  that  the  little  odds  therejs, .  between  sa- 
perior  pieces  of  the  same  description,  is  in  favour  of  that 
on  the  king's  side;  and  that  of  the  four  centre  commoners, 
which  are  reckoned  rather  the  best,  the  king's  bishop's 
commoner  is  the  most  esteemed. 

VI.  The 
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VI.  The  KING — escept  whenht  avails  him- 
self of  the  privilege  of  castling^  can  move  only 
one  square  at  a  time ;  of  course  he  can  take  at 
no  greater  distance :  he  may,  however,  both 
move  and  take  either  forwards,   backwards, 
sideways,  or  aslant.     When  policy  shall  invite 
the  player  to  the  expedient,  and  the  previous 
linarbitrary  removal  of  the  bishop  and  knight 
on  his  right,  or  of  the  bishop,  rook  and  queeu 
on  his  left,  has  rendered  it  eiFe6tible  without 
any  violence  to  propriety,  the  king  may  castle 
with  either  of  his  rooks ;  which  is  done  by 
placing  the  king  on  that  knight's  square  that 
is  next  to  the  rook  with  whom  he  castles^  an4 
by  placing  the  rook  at  the  other  side  of  the 
king,  on  the  bishop's  square  adjoining.    Thb 
ambidextral  manoeuvre  of  changing  the  situa* 
tion  of  two  pieces  at  one  time,  the  player  is 
allowed  to  employ  but  once ;  and  not  at  all 
if  the  king  has  previously  moved.     It  is  i^i* 
pra^icaUe  and  unnecessary  at  the  beginning 
of  tlie^  i^sKme.    The  only  prerogative  of  the 
king,   is  a  great  one;    that  of  never  being 
taken. 


OF 
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OF    PROMOTING    A    PAWN    TO    BE  A  QUEEN, 

ROOK,    &C. 

'•When  a  pawn  has  penetrated  to  the  farthest 
rank  oh  the  adverse  side  of  the  board,  he  is 
rewarded  with  pr6m6tion  to  the  highest  vacant 
dignity* ;  that  is  to  say,  if  the  person  playing 
hiiiitherie  has  lost  his  queen,  he  succeeds  to 
the  honor.  If  instead  of  his  queen  one  or 
both  bf  the  rooks  be  lost,  he  is  made  a  rook. 
If  the  queen  and  rooks  have  e^aped  cap- 
ture,  he  is  made  a  bishop.  '  If  the  bishops 
have  iHcewise  been  preserved,  he  is  nmde  a 
knight.  The  ceremony  of  transformation 
taking  place  in  cither  case,  and  which  is  He- 
tessafy  to  distingtiish  him,  is  very  short:  A 
sort  6t  exchange :  The  pawn  is  removed  froin 
the  board,  and  put  among  those  taketi  by  the 
adversaiy;  and  a  captured  piece,  of  the  de- 

*  Under  the  scheme  that  advances  the  pawn  to  the  rank 
bfihe  piece  wlicse  square  he  gets  intOj  it  hap)>6ns  that  when 
his  phyer  has  not  lost  a  piece  of  that  identical  quality,  the 
only  rev^^ard  of  the  pawn  is  to  stand  exposed  to  ioc^sant 
attacks,  without  the  power  of  retreating  in  any  direction: 
—To  have  both  the  bishops  of  a  set  moving  on  the  same  colour  % 
an  anomaly  which  will  seldom  occur,  and  which  the  other 
isjast  as  liable  to  induce,  is  the  only,  one  that  can  result 
from  this  scheme. 

nomination 
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nomination  he  is  advanced  to,,  is  taken  from 
thence,  and  substituted  in  his  room.  It  can 
hardly  be' necessary  to  say,  that  his  powers 
jmd  mode  of  section  alter  with  his  quality, 

OF    GIVING   CHECK,    AKD   CHECK-MATE. 

ypon  this  the  game  Hinges. .  As  the  king  is 
never  taken,,  rwhenever  an  adversary  is  ad- 
ya^pced .  upQA  hfpi.ii>  such  a  manner,  as  that,, 
remaiuing  >fjjjiere  he  is,  if  he  were  antf  other 
piece  he  would  be  captured;  the  person  ^d- 
vapcing  it  is  to  salute  him  with  the  wo;rd 
"  CAecA, "  warning  him  of  his  situation;  upo^i 
which  it  is  absolutely  necessary  for  him  to 
alter  it  in  one  of  the  following  ways :  either, 
relatively^  by  taking  the  threatening  piece,  or 
interposing  *  one  of  his  own  between  that  and 
himself;  or,  positively ^  by  removing  to  a  square 
where  neither  that  nor  any  other  of  the  ad- 
versary's pieces  reach.     If  he  cannot  do  one 
of  these,  the  game  is  lost.    This  inextricable 
contact  wi\h,^n  adverse  piece  is  technically 
termed  check-mate, 

*  Note — This  second  mode  of  defending  himself  cannot 
be  practised  when  he  is  checked  by  the  knight,  owing  to 
Ihd  vailtingmotidn  of  ib^t  piece;  he  must  then  have  re* 
course  to  either  the  .first,  or  the  third ;  and  should  he  b4 
(;heck0d  by  any  two  pieces  at  once,  which  is  called  dc/ubl^ 
chcckt  the  third  only  will  avail. 

OF 


OF    GIVING   A   STALE.  ' 

-T'hfi  game  m^y  be  lost  too  ia  quijl;e  ai^  cjpr 
positemsLVLXier. ;  Py  the  constitution  of  CJies%. 
the  king  is  on  no  account  to  move  into  check ; 

and,^  thereforei  Yi^^B^  as  it  not  ^nfr^qife^y 
h^pggns,  one,  party  has  crowded  up  the  king 
of  the  other  with  so  many  pieces,  that  the  only 
move  left  him  woiild  take  him  into  chfeck:'  if 
the  person  to  whom  the  king  so  circumstanced 
ibelongs  has  no  other  piece,  or  fto  other  that 
can  be  tooved,  the  contest  mu^t  rijecessarHy 
st^ghatel*  Coihe  to'aii  end  before  the  arrival 
of  the  regular  result,  it  can  be  proceeded  in 
iio  further;  It  is  not,  however,  undecided.  The 
player  giving  the  other  the  state,  (so,  in  the 
ktiguage  of  Chess,  the  dilemma  which  the  king 
is  in  is'cdled)  is,  by  a  rule  imniemorially  ac- 
quiesced  in,  adjudged  to  have  rfd/e»fc^?  himsetj) 


i  I 
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REASONS     FOR    ASSIGjri^^G,     IN    THE     CA$E 
OJF   A    STALErMATP,    THE  VICtORY    TO    THE 

PARTY    suffering"  IT. 


A  little  reflection  will  shew  that  this  rule  is 
j)f)t  incapable  of  the  justificatioi^  wliiph  at  first 
sight  it  may  seem  to  ^ant     It  w:o\4d  be  an 
iriteferable  defect  in  the  game  to  have  it  per- 
petually 


r 


petually.  liable  to  an  accident  that  would  ren- 
der it  undecisive. .  The  only  way  of  avoiding 
this  defect,  is  the  instituting  an  artificial  rule,* 
awarding  the  victory,  whenever  a  stale  hap- 
pens,, .  to  one  party  or  the  other.       •  •       , 

The  necessity  of  making  some  kind  of  deci- 
sion being  arrived  at,  the  propriety  of  placing 
the  bias  where  it  is  may  be  easily  evinced. 

It  is  to  be  recollected  that  the  rule  under 
disctission  is  an  arbitraiy  one.  The  expediency 
(tf  all  arbxtrwy  rule,  however  great,  cannot- 
entirely  divest  it  of  the  dissatisfactory;  and 
thertfdre  the  seldomer  there  is  occasion  for  it 
the  better:  now  the  making  hini  to  lose  by  a 
stale;'  who  may  always  avoid  it  by  caution,  is 
an  effective  bar  to  its  happening  very  often. 

Other  properties  of  this  rule  do  not  merely 
justify — they  highly  recommend  it.  The  bias 
which  it  has  adopted  serves  to  balance  the 
advantages  of  the  game,  as  it  is  entirely  in 
favour  of  the  weaker  party.  Owing  to  this  very 
bias,  whenever  the  critical  case,  to  which  it  is 
applied,  is  likely  to  occur,  a  greater  exertion 
of  intellect  in  conducting  the  approach  is  in- 
cited;  than  which  nothing  can  be  more  agree- 
able to  the  genius  of  the  game,  as  the  professed 
object  of  Chess  is  to  call  out  the  powers  of 

the  mind. 

D  Thus 
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Thus,  a  ddect  mhereat  in  the  stsucture  of 
tilie  game,  and  from  which  it  wem  impossible 
to  free  it,  is  overruled  so  as  to  give  it  a  higher 
d^ree  of  iaterest.  Upon  the  whole,  ^e  ne^ 
cessity  for  this  mie  is  not.  to  be  doplored. 

OF   A    DRAW   GAME. 

If  it  be  not  superfluous  to  put  it  any  where, 
it  must  be  added  here,  that  whenever  from  the 
greatness  of  the  loss  on  each  side,  (tbe  more 
potent  pieces,  2uul  those  capable  of  becpmi^igf. 
sQ,  being  gone)>  or  from  any  other  oause^,  it: 
becomes  certain  that  nejither  party  cjan  give- 
the  other  Chi^ck-mate;,  the  game  i^  to  be  dis- 
continued  as  insipid  and  useless^  the  plagrers 
consenting  to  draw  their  pieces,  and  begin 
afresh* 


CHAP. 
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JL  HESE  ^ueBtions  occur  at  every  evolution 
••^IVhat  piece  is  to  be  mo'Oedf  Where  is  it  to  be 
jmroed  to  ?  After  the  first  time,  for  a  very 
obvious  reason  to  the  practical  player,  (the 
abstraction  from  any  particular  situation, 
irhich  from  the  latitude  of  moves  in  the  poorer 
of  the  adversary,  the  mind  of  the  theorist  is 
forced  to  make),  we  can  only  give  hel]ps  for 
the  reader  himself  to  decide  them. 

The  game  cannot  be  better  opened  than 
by  advancing  the  king's  pawn  two  squares.  If 
the  first  adventurer  be  threatened,  the  queen's 
or  bishop's  pawn  may  lend  him  support.  Which 
of  the  others  should  succeed  will  depend 
greatly  on  the  moves  of  the  opposite  party. 
The  pawns  must  not  be  so  placed  a9  to  inter* 
rapt  the  freedom  of  the  other  pieces.  Where 
the  pawns  are  not  equal  to  the  defence  of  each 
other^  the  other  pieces  must  be  brought  out  to 

support 
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support  them:* — in  this  business  the  bishops 
are  in  genefal  the  preferable  agents,  as  they 
are  not  so  liable  as  the  knights  to  be  clogged 
by  the  obstructions  which  thjs .  early  stage  of 
the  game  from  its  crouded  stage  is  sure  to 
present  f. 

Prudence  requires  that  the  superior  pieces 
be  not  over  forw1a.rd  in  a6ling  offensively; 
because  by  every  one  that  is  driven^  back,  you 
lose  a  move :  but  when  a  few  pieces  Have  been  X 
changed>  and  the  game  is  somewhat  advanced, 

*  One  piece  to  guard  another,,at  Chess,  must  be  placed 
so  that  if  the  piece  he  is  designed  tb  guard  were  an  oppo- 
nent he  could  take  him.  The  protection  results  from  the 
adversary's  being  deterred  fron^  a  capture  by.  the  certainty 
of  a  reprisal.  The  king  alone  is  to  be  guarded  in  a  differ- 
ent mode,  and  that  mode  will  be, explained  in  its  place. 

f  It  mny  seem  ^strange  that  the  knight^  ./which  overleaps 
every  other  piece*  should  be  more  liable .  to  obstruction 
than  the  bishop :  the  reason  of  the  fact  is,  that  the  knight 
cannot  stop  short  of,  anymore  than  exceed,  a  very  llmitted' 
extent. 

X  To  change  our  exchange  pieces  is  to  lose  one  or  two 
of  your  own  for  the  sake  of  taking  one  or  two  of  the  ad- 
versary's. It  serves  to  clear  the  boards  and  enlarge  the 
scene  of  actjpn;  and,  .when  ypu  get  .a  piece  of  greater 
value  than  that  lost,  it  encreases  your  comparative  strength. 
Nevertheless  it  is  only  to  be  done  with  caution,  and  of 
those  pieces  for  which  you  have  the  least  occasion* 

and 
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and  there  is  no  danger  of  the^r'  stopping  the 
progres^  of  such  of  the  pawns  .as  you  wish  to 
push  on,  you  need  not  be  shy  of  using  the 
knights^  any  more  thah  the  bishops y  in  oc- 
casional attacks  on  the  most  unguarded  of  the 
adversaries,  -  •     • 

The  qu^en  must  not  be  moved  hastily; — 
for  offence  in  particular,  not  till  some  kind  of 
method  .per vades  the  rest  of  your  pitcjets— ^a.nd 
you  can  guess  what  aspect  the  game  i»  likely 
to  assume.  To  put  this  piece  in  Motion,  before 
you  had  digested  a  set  of  measurei^  and  had  a 
probable  certainty  of  succeeding  in  them, 
would  be  entirely » to  misemploy  her :  great 
powers. 

.  As  the  rooks^  while  the  game  is  throngedy 
can  effect  nothing.  w:orthy  their  attempting^ 
generally  speakings  it  is  ad^^isable  to  keep 
them  in  reserve  till  towards  the  conclusion  of 
the  game.  The  usefulness  oi  the  rook,  gra- 
dually increasing*  as  the  crisis  appfroaclies,  is 
then  very  little  inferior  to  that  of  the  queen*. 

'  ♦  To  the  adversary's  king  stript  of  his  attendants,  the 
rookf  with  the  mle- assistance  of  his  own  king,  is  capable 
of  giving  check-mate  beyond  the  possibility  of  illusion  ;  a 
degree  of  prowess,  whif  h,  besides  the  qaeen>  no  other 
piece  than  the  rook  can  boast. 

The 
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The  king  is  not  to  act  pfSensively.  He  is  to 
be  put  where  he  will  be  least  open  to  attack ; 
aiid,  while  a  fatal  pne  is  possiblci  neither  move 
nor  take  but  with  a  view  to  his  own  defence. 
The  two  points  fy  which  ifvery  thing  else  is 
to  subserve,  are,  the  giving  check-mate  to  the 
adversartf's  kingy  ^nd  the  preservation  of  your 
awn. 

To  tnakei  you  as  much  acquainted  -with  the 
right  way  ef  endeavouring  at  these,  as  bare 
Theory  is  abl§  to  do;  it  will  be  necessary  to 
be  a  little  more  particular. 

§  1 .  On  th3.t  side  of  the  board,  whether 
right  or  left,  on  which  you  mean  to  castle  the 
king— neither  the  bishop's,  the  knight's,  nor 
the  rook's  pawn  must  stir  from  its  place ;  be- 
cause the  principal  inducement  to  the  measure, 
is,  the  protection  he  will  receive  by  retiring 
behind  them. 

2.  The  other  pawns  must  be  kept  together 
and  well  supported ;  and  not  suffered  to  strag- 
gle forwards  alone.  A  party  of  these,  managed 
with  address,  may,  in  a  future  part  of  the 
game,  repair  the  loss  of  a  capital  piece,  or  do 
some  other  signal  service. 

3.  At  the  same  time  that  you  are  concerting 

the 


thte  attack  of  the  idversary^  endeavour  (but 
not  so  as  to  ititerfere  with  any  thing  of  more 
importance)  to  have  your  own  king  so  circum- 
stanced that  he  ttiay  castle  wheh  he  pleased. 
Should  this  convebience  W  e^Sted,  if  hid  not 
being  castled  be  no  obstruction  to  your  other 
operations^  let  him  remain  at  his  own  square 
till  there  is  a  necessity  for  his  going  to  the 
retreat  secured  for  him.  The  advantage  to  be 
gained  by  this  procedure  is^  that  the  adver- 
sary will  be  obliged  to  form  two  distinct 
systems  of  attack. 

4.  As  soon  as  the  adversary  has  castled^  if  it 
be  on  a  different  side  of  the  board  from  that 
on  which  you  have  castled,  or  intend  to  castle, 
let  yoiir  pawns  opposite  bear  down  upon  his 
king.  The  queen  and  what  other  pieces  you 
can  spare,  in  particular  the  rook  to  whom 
their  removal  opens  a  field,  must  support  them 
in  this  onset  *. 

5.  Where  a  direct  attack  upon  the  adver- 
sary's king  is  impolitic  or  impracticable,  you 
must  endeavour  to  take  those  of  his  pieces 
that  most  cdtttrlbute  to  render  it  so. 

*  If  the  adversaiy  castles  on  the  same  side  with  yoo,  an 
adherence  to  what  is  contained  in  the  first  section  will  lead 
you  to  attack  him  with  the  superior  pieces  only. 

6.  Ineffectual 
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-  6.  Ineffectual  checks,  -  or  checks  that  the 
adversary  c^n  ^easily  elude,  are  in  geneji^.l  to 
be. refrained  from;  as  they  are  very  apt  to 
lead  to  loss,of  jioye,  Joss  .of  the  cbecking- 
piece,  and  so  on,  Expeiieuqe,  howevet,  will 
furnish  a  /ejPF  c^$e§,  in  ^hich  there  is  a  pro- 
priety.  in  giving  such  a.  check— rwhcre,  it 
will  force  the  adversary's  king  into- a  more 
exposed  situationr-where  the  moviement,  ne- 
cessary tp  av^er.t*it,  will,  leave  a  capital  .piece 
ungiiarded-rtwhere^  the  adversary's  king  iiot 
having  castled,  nor  being  in  a  condition  to  do 
so^  Jt  will -farce  him  by  moving  to  forfeit  that 
privilegefr-and  where,  having  u  pieceof  your 
own ^ttswk^d  .thistt  y6u  arrnot  able  otherwise 
to  sw,^^;  it  will  cause .  the  remaval  of  some 
piecp  that  impedes  his  escape.  .    i 

.  7.  In  defending  your  own  king  when  closely 
attacked — where  it  will  either  cause  the  adver- 
sary  to  lose  a  move,  or  encrease  your  com- 
parative streijgth;  and  ^t  the  s^nietiniej'be'a 
successful  meanp.of  parrying  the  cheok-^you 
should  offer  to  make  an*  exqhang?  ,of  pieces. 

8.  If  the  king  be  castled^,  the, pawns  fon»- 
ing  a  cordon  before,  or  round  him,  should 
be  guarded  as  much  as  possible  from  the 
brunts  of  the  adversary. 

9.  Whenever,  from  being  either  reduced  in 

number. 
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Kumber,  c^r'obliged  to  quit  their  stations,  the 
defeticfe'  afFor-ded  the  king  by  these  becomes 
pfe<5arious — or  wheii6Vep  the  Icing  is  not  cas* 
tied 'at  all-^some  of  thq  superior  pieces  should 
be  kept: in  red4in'ess  to  contribute  actively  to 
htelsafety;  being  postfed  so,  that  where  they 
d&niiot  .prevent,  they  may  at  leaist  cover  him 
from  check.  Their  number  arid  quality  cir- 
cumstances must  decide.  Those  that  operate 
at  a  distance,  will  itot  on  this  service  be  out 
of  their  provinqe;  nofwJM  it  often  be  fouftd 
of -th^tri^  as -it  will  of  ^e>  knights,  that  they 
are  thereby  ipgfaderdd  the'  less  prepared  to  act 
ofltehsi^'dy*  'The  keeping,  too,  such  pieces  as 
the  rook,  ths  bishop,'  or  the  queen,  nefar  ydur 
own  king;  may  sometime$  cause  the  adversary 
to  relax  in  his  caution  where  it  does  not  add 
to  his  security;  *  ./..    . 

10.  Of  the  queen,  it  is  however  to  be  noted, 
that  she  must  nevet*  stand  in  such  a  way 
beforeithe'  king,*  'as  that  were  an  adverse  rook 
or  bishop  to  attack  her,*  her  moving  aside 
wduiid'  leave  the  king  in  dheck ;  because  were 
she  to  be  so  attacked,  should  the  rook  or 
biilhop  he  Well  guarded,  and  you  had  no  piece 
to  interpose,  as  it  would  not  do  to  expose  the 
king,  you  could  no. how  avoid  losing  the 
qjueen  for  a  less  valuable  piece. 

11.  Great 
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U.  Great  advantages  are  often  gamed  by 
an  ambmcade}  which  is  the  having  one  piece, 
a  pawnj  fpr  instance)  so  placed  before  ano- 
ther, we  wiU  wy  the  queen,  th»t  though  the 
adv^f fi>ai*y,  on  a  cursory  view, .  might  seem  to 
he  $afe;  yet  by  simply  playing  the  piece  in 
^Dit,  whose  intervention  alone  keeps  him 
from  it,  check,  single  or  double*,  will  be 
discovered  to  his  king. 

.  12.  While  intent  on  projects  of  offence,, 
t^e  caie  that  you  Ate  i|ot  surprised  yourself. 
lAdeed  eyery.  detail  of  a  stratagem  to  be  prac* 
tjsed  on  the  adversary,  carries  with  it  a  tacit 
admoQitiou  to  beware  of  the  like  fr<Hn  him ; 
a^  to  oaution  against  any  evolution,  is  saying, 
\-  lo<^k  out  for  an  opportunity  to  practise  it." 
..IS.. .Take  C9xe  that  an  adverse  pawn  does 
not  advance  upon  two  superior  pieces,  which 
i^  called  forking  them;  Htiights  and  rooks  are 
particularly  liable  to  be  attacked  in  this  way, 
the  pawns  not  requiring  to  be  guarded,  be^ 
cmsG  the  moves  of  those  piec^  do  not  com« 
prehend  the  moves  of  the  pawn.    Thus  where 

.  *  A  rook  and  a  bidiop  may  be  placed  so  that  the  ad« 
venary's  king  is  in  check  with  neither  ^  and  yet  by  moving 
that  nearest  him  forwards  or  sideways,  he  will  be  in  check 
with  both ;  and  so  with  respect  to  others, 

therc^ 


r 


QZ^Z^Ah   MAXIMA*  43 

th?re  is  not  a  rpcipropity  in  tl^e  mo4e  c^  actlf^fi 
between  a  smaller  and  a  larger  pieoa,  th^jap- 
proach  of  the  sjinalLer  may  be  v^ry  dat^gerpiuu 

14,  Hence  it  is,  that  unremitting  yigila^qe 
must  be  exerted  throughout  the  gsuaie,  tp 
prevent  either  of  the  adverse  knights  from 
chgcking  the,  kiqg  and  x^ufen  at  the  same 
time ;  because  as  the  king  can  only  save  hiijir 
self  frpm  the. knight  by  a  positive  f(3moyal> 
the  sacrificjp  of  the  queen  is  rendered  iftevi* 
table. 

15.  N^pr  must  the  adversary  be  suffered  to 
direct  the  insidious  ppwer  of  the  knight,  on 
any  oth^r  two  pieces  of  more  importance  than 
himself;  as  the  loss  of  one  of  them  for  the 
knight,  or.for  nothing,  will  be  «ure  to  follow. 

1^.  Wheu  two  pieces  are  attacked  in  siftcfa 
a  way,  that  one  of  them  at  Un&t  mutt  he  lost; 
in  deciding  which  to  give  up,  ypu  must  not 
think  so  much  q;i  the  difference  in  their 
worth,  whicl^ .  m^y  be  more  than  counter^ 
balanced  by  other  circumistances^  as  on  the 
particular  effects  which  the  capture  of  this  or 
that  is  likely  to  have. 

17*  W]ienever  you  are  so  well  prepared  for 
the  worst,  as  to  have  two  or  three  pawns  so 
near  the  adversary's  farthest  rank,  and  so  well 
pos^ted^  that  you  are  almost  certain  of  reach- 
ing 
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liig  it  with  one' of  them  when  you  please;  you 
may  be  the  bolder  with  your  capital  pieces-^ 
^tid,  where  you  would  be  othcrWiie  in  doubt 
which  to  surrendier,  the  less  tenacious  of  re- 
taining  oneof  them  in  preferehce  to  Another 
that  is  less  capital. 

-  18.  Without  there  should  be  n5  other  way 
t)f  saving  the  king,  or  no  other  but  what  would 
be  attended  with  a  greater  disadvantage,  never 
cover  him  from  check  by  placing  d  superior 
piece  in  that  manner,  that  a  pawn  of  the 
adversary,  by  being  advanced  a  move,  dould 
take  him ;  lest  the  adversary,  availing  himself 
.of  the  opportunity,  oblige  you'  to  a  losing 
exchange^  •  ^ 

.  19.  In  order  to  have  as  powerful' pieces  as 
you  can  in  play,  let  those  that  'are  stationed 
tp  guard  some  other  stationary  ones,  be  of  no 
greater  force  tha^i  is  necessary ;  that  is,  where 
the  motives  for  employing  one  of  several 
pieces  on  this  service  are  in  other  respects 
equal,  take  the  lowest. 

.20.  Where  two  of  the  adversaries  are  so 
circumstanced  that  you  take  ejither,  similar 

considerations  to  those  in  the  l6th  section 

» 

Avill  determine  you. 

21.  Where  an  adversary  is  so  exposed  that 
you  can  take  him  when  you  please,  be  in  no 

haste 


haste  about  it :  but  see  whether  there  be  not 
some  danger  to  avert,  or  advantage  to  s^z^  . 
in  another  quarter,  and  let  him  alone  till  it  be 
effected.  It  may  at  length  be  in  your  power 
to  combine  the  piece  that  shall  move  into  his  - 
square  in  some  extensive  scheme,  as  he  may 
be.  supposed  to  move  merely  to  take  this  piece, , 

22.  Where  ah  adverse  pawn  has  advanced 
to  the  square  immediately  befpre  your  king^^ 
do  not  take  him,  unless  some,  consideration 
superior  to  his  Y^orth  impels  his  removal  from . 
the,  board ;  as  an  adverse  pawn  before  the  kin g : 
is  generally  found  to  be  a  safeguard. 

23^  Whenever  you  can  anticipate  by  calcu- 
lation that  the  sacrifice  of  such  and  such  a 
piece,  though  it  can  yield  no  immediate  re- 
quital, will  yet  lead  to  such  an  arrangement, 
as  will  enable  you,  in  the  end  to  give  the  ad- 
versary  check-mate,  true  policy  requires  that 
you  make  it. 

24,  Never  let  an  over-eagerness  of  the  vic- 
\       tory  which  a  superiority  may  promise  you,, 
lead  you  to  endanger  its  forfeiture  by  giving 
a  stale :  oh  the  contrary,  till  you  can  give 
check-mate  without  a  risk   of  miscarriage,^ 
always  leave  the  adversary  ample  ropin  to., 
move.  • 

24.  Whenever  you  have  clearly  the  disad- 
vantage 


N 


49  (Stv tin AL  ttA:&li^. 

vantage  of  the  game  in  other  fespects,  and 
yet  happen  to  be  in  a  position  that  by  good 
managetnent,  may  be  turned  into  a  stale ;  you 
inust,  as  your  only  resource,  endeavour  to  avail 
yourself  of  it  To  do  this,  the  following  case 
will  serve  as  a  general  clue.  Your  \  king  is 
close  pressed  on  all  sides,  and  you  have  only 
the  queen  and  an  inferior  piece  left  in  play- 
take  the  first  opportunity  of  playing  the  in- 
ferior piece  so,  that  by  its  being  either  blocked 
up  or  lost,  the  king  would  be  in  a  stale  already 
if  you  had  not  the  queen, -^This  done,  with 
the  queen  keep  giving  incessant*  check  td 
the  adversary's  king,  till  at  length,  to  avoid  a 
check-mate,  the  adversary  is  forced  to  capture 
him.     Your  object  will  then  be  attained. 

Note — Sometimes  a  check-mate  or  a  Jstale 
will  speedily  terminate  the  game ;  sometimes 
it  will  happen  that  the  pieces  are  nearly  played 
away,  without  either  taking  place.  To  the 
latter  case,  the  six  sections  that  next  follow 
arte  exclusively  adapted. 

*  The  kings,  in  the  course  of  j^ay,  stay  bs^en  tor  be 
circufxkstanced  so  nearly  a)ike»  as  for  the  adversary's  to  be 
liable  to  a  stale  at  the  same  time  with  yours.  This  will  be 
a^Very  nice  point  indeed,  and  require  yo\xt  utftioist  skill 
and  cautioa  in  checkiiig-**and  now  and  then  a  temporary 
forbeanince; 

26.  When 
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26-  When  the  adversary's  force  is  so  muck 
diminished,  that  your  king,  if  in  any,  is  in  no 
immediate  daAger — and  your  own  f(M:ce  is  so 
much  diminished  likewise,  that  you  can  make 
no  effective  attack  without  him-*-the  necessity 
and  policy  of  confining  the  king  to  defence 
only  will,  he  superseded. 

27*  Among  other  uses  to  which  he  may  then 
be  devoted, — ^you  must  take  every  opportunity 
of  putting  him  in  motion,  where  your  doing 
so,  will  be  the  only  or  the  best  way  of  either 
gaining  or  preserving  the  move,  which  it  is 
of  such  importance  to  have,  that  if  the  con- 
test baji  beea  otherwise  equally  conducted^ 
your  getting  the   game  will  depend   upon. 

nothing  ehe. 

28.  He  may  then,  too,  as  circumstances 
vary,  occasionally  be  of  service^  either  in. 
protecting  some  pawn  of  your  own  which^ 
may  be  more  advanced  than  the  rest,  and^ 
which  you  want  to  raise  to  queen;  or  ip 
taking  or  harrassing  any  pawns  of  the  adver- 
sary on  the  like  expedition. 

29.  The  note  at  the  bottom  of  page  S7. 
respecting  the  rook,  is  a  sufficient  intimation 
that  the  king  may,  in  this  «tage  of  the  game^ 
be  employed  in  combination  with  another 
piece  in  giving  check  to  his  antagonist. 

From 
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From  the  skme  note  it  is  to  be  inferred,  that 
if 'One  party  hais  only  a  king,  and  the  other 
'  in  addition  to  the  king  has  hut  one  piece, 
and  that  piece  be  a  knight  or  ia-  bishop,  it 
must  be  a  draw  game ;  and  therefore  that, 
next  to  a  queen  or  a  rook,  it  is  best  for  that 
piece  to  be  a  pawn,  from  the  possibility  of 
making  him  a  piece  of  the  first  power.  This 

serves  to  introduce  the  two  following 

•  •       •   '  *  .     ' 

PARTICULAR  CASES.   .   .. 

30.  The  adversary  has  the  king  and  a  pawn, 
and  you  have  only  the  king.  You  will  natu- 
rally endeavour  to  intercept  that  pawn-^his 
king,  if  he  be  in  any  danger,  will  as  naturally 
go  to  his  assistance — this,  if  the  king  is  time 
enough  to  save  him,  will  bring  them  together. 
Though  you  will  then  have  failed  in  taking 
the  pawn;  yet,  if  you  can  get  before  either 
to  the  square  towards  which  the  pawn  is 
moving  ;  by  manoeuvering  on  the  first  square 
of  that  file,  and  the  second  of  that  and  the 
adjoining  files,  you  will  either  make  a  draw 
game,  or  win  by  a  stale. 

31.  Upon  certain  contingencies,  the  adver- 
sary may  have  the  kin^,  a  bishop,  and  a  pawn, 

when 
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when  you  have  only  the  king,  without  being 
able  to  beat  you:  which  contingencies  are 
these: — If  the  pawn  be  on  a  rook's  file — if 
you  can  get  into  the  square  at  your  end  of 
that  file — if  this  square  be  of  a  color  different 
from  that  on  which  the  bishop  moves — all 
these  concurring,  it  is  even  possible  for  yovL 
to  win  by  a  stale. 

32,  To  conclude ;  if  you  would  have  some- 
thing more  than  a  mere  exemption  from  de- 
feat, depending  on  chances,  to  hope  for,  let 
this  rule,  in  connection  with  the  others,  be 
specially  regarded.  From  first  to  last,  the 
changes  and  declensions,  successively  taking 
place  in  the  number,  value,  and  situation  of 
the  pieces  must  be  noted  with  exa6hiess ;  and 
no  movement  at  any  time  made  till  the  con- 
Sequences  are  considered.  Thi^,  among  other 
good  effects,  will  the  better  enable  you  to 
conjecture  what  the  adversary  may  mean  to 
do,  and  to  take  measures  accordingly*  If 
closely  pursued,  it  will  at  once  prevent  you 
from  giving  any  advantage  to  the  adversary, 
and  from  overlooking  any  which  he  may  giv6 
to  you. 


THE 
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THE  initiate  reader,  having  arrived  tkusf 
far,  will  perhaps  be  iniipatient  to  naoke  a  prac- 
tical essay.  From  that,  though  it  may  ori* 
ginate  in  a  mistake,  we  would  not  withhold 
him*  As  what  we  design,  is  his  progressive 
improvement,  we  do  not  care  how  soon  he  i% 
convinced  that  he  cannot  make  himsielf  ma$* 
ter  of  the  whole  at  once.  After  he  has  m^ade 
the  experiment,  we  would,  for  his  next  es.says, 
dire6t  h^s  attention  to  two  or  three  games  "whffih 
we  mean  to  detail  as  examples,  move  by  move* 
By  studying  these^.  and  noting  the  forgoing 
directioQS^  on^ats^time,  as  the  advant^g^  of 
pursuing,  or  the  effects  of  deviating  from 
them  are  laid  open,  he  will  soon  imprint  tha 
spirit  Qf  them  ou  his  m^emory  ;  and  practice, 
either  by  hinaself^  or  with  a  friipn<i,  will  ina- 
perceptibly  coiaier  on  him  ^  habit  of  adopting 
them  with  promptjxesa. 

If  he  is  a  genius,  practice  will  do  more ;  it 
will  lead  him  to  form  maxinEis  of  his.  own  fos 
indescribable  cases. 

After  setting  dowa  the  la^r^  of  tli^  gam«, 
which  will  end  this  chapter ;  we  give  the  ex* 
amples  promised,  chiefly  as  vehicles  foi  rules 
for  particular  situations,  which  can  only  be 
imparted  with  clearness,  when  particular  situ- 
ations are  exhibited  on  the  board, 

THE 
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THE  LAWS  OF  THE  GAME, 

Reduced  to  their  most  simpk  Construction^  are, 

I.  If  a  player  touches  a  piece,  he  must  play 
it  somewhere  ;  and  when  he  ha^  quitted  it,  he 
cannot  change  its  place* 

IX.  If  one  party,  hy  mistake  or  otherwise, 
makes  a  false  move,  and  it  is  not  discovered 
till  after  the  other  has  pfayed  in  his  turn,  it 
cannot  be  revised  or  rectified  by  either^ 

IIL  If  a  player  misplaces  the  pieces,  and, 
before  he  finds  it  out,  plays  two  moves,  it  is 
at  the  choice  of  his  opponent  to  permit  him 
to  begin  the  game  afresh  or  not, 

IV.  If  one  party  plays  or  discovers  check 
to  the  king  of  the  other,  and  neglects  to  no- 
tify rt,  the  other  may  let  him  remain  in  open 
check  tin  he  does. 

3 

Y.  After  the  king  has  moved,  or  if  botli 
the  rooks  have  moved,  he  cannot  be  castled. 

Where  the  object  is  mutual  improvement,  nsad 
not  decii^ioii  of  skill — 'or  where  the  superior 
;ity  of  die  parl^  is  admitted,  and  the  ob-» 
jcct  b  the  imporovement  of  the  othei'-^tho 
fiirti  fomr  of  these  may  be  dispenaed  with. 

CHAP. 
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CHAR  III. 

APOLOGETIC  INTRODUCTION, 

AS  it  is  not  the  habit  of  every  reader  to 
wade  patiently  through  a  preface,  the  author 
begs  leave  to  condcnsp  here  the  substance  of 
an  apology,  which,  from  the  influx  of  topics, 
could  not  there  be  presented  in  a  disentangled 
form,  ^ 

Whoever  has  marked  the  experiments  of  a 
novitiate  in  Chess,  must  have  observed  a  pre-^ 
pensity  to  a  variety  of  moves,  which  while 
they  appear  to  open  a  field  teeming  with  ad^^ 
vantage,  really  lead  to  results  that  are  dis- 
astrouSp  Some  of  these  are  interspersed  in 
the  following  examples,  and  the  adverse  con- 
sequences with  which  they  are  pregnant  traced 
to  their  source.  Thus  by  the  publication  of 
games  with  notes,  a  plan  to  which  Philidor 
led  the  way,  the  student  steps  by  a  short  route 
on  the  high  ground,  to  which  the  guideswho 
framed  the  artificial  passage,   only  reached  by 

repeated 


APai06£tXC    INTHOBTJCTION.  St 

repeated  labor  aiid'.exjicfrience.  But  a  gigantic 
genius,  it  would  seera,  cannot  conceive  ex- 
actly what  ^re  the  desiderata  of  a.  mind  of  less 
compass ;  and  Philidor  left  a  trying  xlistance 
between  the  level  from  which  the  inexperi- 
enced would  rise,  and  the  steps  at  the  bottom 
of  his  ascending  ladder.  A  professor^  who  i6 
not  incapacitated  hy  extraordinary  powets 
from  imagining  where. interposition  is  wanted, 
may  supply  aodeptable  remedies  for  thesfe  Va* 
cuities. 

Let  us  now  attend;  the  pupil  at  the  board; 
and  conduct  him  through  such  evolutions  as 
may  fit  him  to  af^reciate  and  eiijoy  the  enter- 
prise and  ^iritof  Cunningham,  the  brilliant 
promptness  at  resource  of  Salvio,  and  the 
comprehension  and  foresight  of  Philidor. 


rrust 
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was*   t6VVIut^T    Ot   M^VE*. 

White.  THE.kiftg's  pa\m  9  squaf€f&. 

Black.  The  same. 

fi."  ' 

W.  Queen's  paien  1  square,  (a)  -   . 

B.  Kipg's  knight's  pawn  1  square^ 

W.  King's    knight    at   king's    bishop's   3d 

square,  (b) 
B.  King%  bishop's  pawn  ft  sqtiaxes.  (c) 

•  4. 

W.  The  king's  pa/wn  takes  th©  bltock*  pawn, 
E.  The  king's  knight's  pawn  takes  tiie  whit^ 
pa^vn. 

(a)  Unless  necessity  call  for  it,  no  one  of  the  other 
SIX  pawns  should  be  moved  until  you  have  ascertained  on 
which  side  to  castle.  The  queen's  pawn  advances  but 
one  square,  not  so  much  because  the  black  one  prevents 
his  going  farther  as  to  suppoit  that  of  his  own  king* 

(i)  This  move  is  partly  accounted  for  by  the  remark 
on  the  last* 

(c)  The  same  remark  will  shew,  that  the  whites  are 
played  with  more  propriety  than  the  blacks. 

*  Note.  When  there  is  but  one  piece  that  can  move,  or 
take,  or  be  taken,  in  the  manner  de^ribed ;  as  it  would  be 
tmnecessary,  we  shall  never  circumstantially  name  it. 

W.  The 


I 
I 
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5. 

Wr  The  king's  knight  takes  the  hlack  pawn» 
B.  iTie  queen's  pawn  1  squaxe*  (d) 

6. 
W.  King's  knight  at  the  king's  bishop's  34 

square*. 
B.  Queen*s  bishop  at  queen'i  2d  square,  (e) 

7-      • 
W.  Queen^s  knight's  pawn  2  squares,  (y*) 
B.  Queen's  knight    at   queen's  bishop's  Sd 

square. 

8. 

W.  Queen's  bishop  at  queen's  knight's  2d 

square,  (g.) 
Bk  King's  knight  at  his  bishop's  3d  square. 

W.  The 

Hemarks. 

(d)  If  this  move  had  been  made  before^  the  king's 
pawn  of  this  pdrty  might  have  been  preserved;  the 
snatching  away  of  which,  has  rendered  them  in'  situatioHL 
and  comparative  strength,  much  inferior  to  theit  adver- 
saries. 

(e)  The  chief  object  of  this,  and  Some  snbseqnent 
moves,  is  the  having  the  king  in  readiness  to  castki    ^ 

{/)  Finding  that  his  adversary  means  to  castle  with 
the  queen's  rook,  the  player  of  the  vdiites  begins  to  get 
his  opposite  pawns  ready  to  advance. 

ig)  This  attack  on  the  black  rook  is  liot  a  good 
move;  for  Uie  bringing  out  of  tlte  black  knighfi,  which 

it 
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W.  The  queen's  rook's  pawn  1  square.  (A) 
B.  Queen  at  the  king's  2d  square,  giving  the 
white  king  check,   (i) 

10. 
W.  King's  bishop  at  king's  2d  square,  cover- 
ing the  check. 
B.  King's  rook  at  his  knight's  square. 

11.  '         . 

W.  The  king  castles  with  his  rook.   (A:) 
B.  King's  bishop's  pawn  1  square.  (/) 

W.  Quisens 
Remarks. 

it  incites  as  the  only,  though  an  ea^sjr  mode  of  parrying 
it— a  movement  which  his  player  might  not  otherwise 
have  meditated — or  if  he  had,  must  have  lost  a  move  in 
effecting — ogives  the  rook  an  opportunity  to  be  very 
troublesome  to  the  opposite  pawns.  ^  ' 

[A)  This  is  to  protect  the  knight's  pawn  ftom  the 
black  knight. 

'  (/)  There  is  no  impropriety  iu  the  queen^s.  standing 
thus  before  her  king,  so  long  as  no  guarded  rook. of  the 
counter  set  can  be  brought  to  attack  her;  and  while  her 
player  has  several  pieces  that  he  could  interpose. 

(k)  If  he  did  not  castle  now,  he  could  not  preserve 
his  knight's,  pawn  in  it's  place,  without  forfeiting  the 
privilege.  To  have  advanced  him  a  square^  wouldy 
howeTer,  havje  been  better. 

(/)  To  makc^  way  for  the  following  move.     If  the 

the 


r 


•  .     .  '  x»  .  '    - 

W.  Queen's  bishop's  pawp  2  squares,  (tw) 
B.  The  queen's  bishop ,  at    the  white  king's 
knight's  ^tb  squared  («) 

W.  Queien's  knight's  pawn  1  square. 
B.  Queen's  knight  at  his  king's  4th  square,  (o) 

W.  Queen 
Rerhflrks.^ 

white  queen's  bishop  had  not  quitted  his  house,  the 
command  he  would  have  had  of  the  diagonal  into 
which  this  move  is  made^  would  have  preven^d  it; 
which  it  will  be  presently  seen  it  was  the  interest  of  that 
player  to  have  done. 

(m)  Any  move  that  is  properly  made,  and  which  pre- 
ceding remarks,  or  a  subsequent  move  will  shew  the^ 
reason  of,  we  shall  not  observe  oni  It  may,  however, 
b<?  of  use  to  review  the  situations  of  the  two  sets  of 
pawns ;  those  of  the  white  party  to  the  left  of  the  king, 
are  advanced  so  as  to  derive*  from  themselves  all  the 
support  they  want:  whereas  the  pawns  to  the  left  of  the 
Other  player  must  depend  ;enurely  on  the  superior  pieces 
for  protection.  When  pawns  are  seated,  like  these,  on 
files  that  do  nqt  adjoin^  they  are^  considered  by  them- 
selves, as  iniecure  as  they  can  he*  r 

(«)  But  ;if  the  pawns  are  played  ivorse,  the' bishops 
and  knights  of  ihh  party  are  played  better  than  those  of 
the  other» 

(o)  The  move  of  the  white  pawn,  which  was  neces- 
sary to  the  prosecution  of  tlie  white  queen's  scheme, 

gave 
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W.  Queen  at  her  rooky's  4th  square*. 

B.  Queen's  bishop  takes  the  white  knight» 

.  .         •         -  ■   * 

W.  King's  bishop  takes  the  black  bishop,  (p) 
B.  The  queen's  knight  takes  the  iwrhite  bishop^ 
and  gives  check,   (q)  . 

15. 
W.  The  king  retires  to  his  rook's  square. 
B.  The  knight  at  Qie  4th  square  of  the  same 

rook,  (r) 

.    ^^        ,  .     -     . 

W.  The  queen's  knighl's  pawn  i  square^  dis- 
covering check. 


I  % 


B.  The  king  castlQ$,     J^.4^4%.  ht,  ^  a.  ;  /     *      ' 

Remarks. 

gave  the  black  khight  an  opportiitiity  of  coming  hera 
without  suspicion,  as  he  seems  to  remove  merely  for  hi^ 
own  safety, 

(fi)  From  the  cramped  situation  in  which  the  playet 
6(  the  white's  too  eager  attention  to  projects  o(  ofFeiice, 
had  kft  this  bishop,  whether  he  takes  the  black  drte  of 
ift)t,  he  miist  be  lost.  ^ 

(q)  Though  the  player  of  the  blacks  is  a  kAFght,  and 
the  difference  there  is  between  a  kiiig's  bishbp  and  a 
queen's  bishop,  the  better  for  these  exchanges ;  be  iftight 
have  conducted  them  in  a  way  by  which  he  Would  hare 
profited  more  essentially;  as  the  third  example  will 
shew* 

(r)  Ta  avoid,  being  taken  by  the  knight's  paWn. 

W.  The 


^  X 
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18. 
W-  The  queen  takes  the  Wack  pawn,  and  gives  ^/ 

B.  Asthe  king,  jtf  }w  tjifcep/libe  queen,  will 
be  in  check  with  the  pawn,  he  is  check- 
mated. (J.) 

Remarks. 

(s)  Had  the  white  pawn  made  this  capturct  the  black 
kkig,  instead^  of  rrceWkig  th^  defea^t  which  ifie^p^seflt 
move  has  given  him,  by  retiring  to  his.  rook's  square, 
would  hay«  been  ^.[k^fyg  9YhJlp  secure  from  sxtij  lutth^t 
attack. 

(/)  But  as  he  was  made  to.  castle  when  he  did,  merely 

•  '  4  .ft 

tQshew  that  it  is  not  ah^ays  a  measure  of  Safety ;  we 
«hall,  in  the  next  example,  point  out  how  he  might 
have  acted  better. 

''^«*  When  the  stadent  is  conscious  of  having  done 
wrong,  and  yet  at  a  loss  to  know  what  rule  he  has  broke^ 
he  may  conclude  it  to  be  the  laet,  that  contained  in  sec* 
tion  xxxii. :  this  is  indeed  so  com|^rehensive,  that  all  the 
Others  might  be  resolved  into  it. 
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EXAMPLE  II* 


•  J 


THE    PRECEDING    GAME    CONTINtfED    FRdH 
THE    SIXTEENTH    COUPLER. 

Note — Games  which^  like  thisj  are  taken  up. /ram  athers^  fire 

called  Back'Games, 

COUPLET  17. 

*     •      J        ■/ 

W*  Queen's  knight's  pawn  1  square,  discover-^ 

ing  check.      i  .  .  ; 

B.  The  knight  covers  the  ch^ok;   '^     ' 

18. 
W.  The  pawn  takes  the  bishop's  pawn,  {a)' 
B.  The  king's  rook  takes  the  opposite  pawn,  (i) 

19. 

W.  Queen   at    black   queen's    knight's    4th 

square,  {c)  ,     ' 

B.  Queen  at  her  king's  3d  squ^fe-         . 

Remarks. 

■  ■ »  •  . 

(a)  He  is  thus  ready  to  be  converted  into  a  capital 
piece,  and  as  long  as  he  remains  there,  will  prevent  the 
black  king  from  moving  into  any  square  on  the  <jueen'$. 
part  of  the  file. 

{b)  If  the  rook's  only  object  was  to  snatch  this  pawn 
and  retire,  it  was  worth  the  effort;  he  has,  however, 
something  else  in  view. 

{c)  Intending  at  the  next  move,  by  taking  the  opposite 
pawn,  to  secure  making  a  bishop  of  his  own. 

W.  Queen 
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« 

20. 
W.  Queen  takes  the  black  pawn. 
B.  Queen   at    the    white    king  s  rook's  3d 
square,   (d)  ' 

21. 
W.  Queen  tak«  the  black  rook,  and  gives 

check.  . 
B.  The  king  at  his  bishop's  2d  square,   (e) 

22. 
W.  Queen  at  the  black  queen's  4th.  square, 

giving  check.  (/) 
B.  The  king  at  his  knight's  3d  square,  (g) 

Remarks. 

(d)  To  seize  this  advantageous  post,  he  has  left  a 
rook  to  be  taken  and  his  king  to  be  checked.  The  bold 
kidid  of  play  which  each  pursues,  can  only  be  justified 
by  a  conviction  that  the  result  will  be  favourable.  Both, 
^lowever,  cannot  have  this  conviction.  The  event 
will  shew  which  is  right. 

(e)  He  prefers  this  to  his  own  second  square,  that  lie 
pay  not  be  checked  by  the  white  rook. 

(y*)  As  the  black  queen,  who  cannot  be  dislodged, 
will,  at  her  next  move,  by  taking  the  pawn,  give  the 
king  check-mate— -the  player  of  the  whites  has  no 
other  resource  than  constantly  checking  the  black  king 
—if  be  cannot  mate  him,  and  can  be  stopped  from 
checking,  the  moment  he  is,  he  will  lose  the  game. 

(g)  He  takes  care  to  move  on  white,  that  he  may  not 
be  checked  by  the  bishop. 

W.  The 
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23. 
W.  The  queen  at  the  Hack  king's  3d  squares, 
*  stHl:  giving  check,   (k) 
B.  The  king  at  his  rook's  4th  square. 

24- 

W.  Queen  at  her  own  king's  2d  square,  still 
giving  check. 

B.  The  king's  bishop's  pawn  1  square^  cover- 
ing the  cheekr 

25. 

W.  The  queen  at  the  Mack  king's  squstre,  still 

giving  check. 
B.  The  knight  covers  the  check. 

26. 

W.  Queen's  bishop  at  the  black  king's  4th 

'    square,   (i) 

B.  The  pawn  takes  the  bishop. 

Remarks.  ' 

(A)  If  this  player  could  give  perpetual  check,  it  would 
be  a  draw  game — fifty  moves  in  this  way  would  make 
It  so — or  a  less  number,  if  a  course  of  moves  was 
begun  that  had  before  been  made. 

(i)  As  the  queen  can  no  longer  check  the  king  with- 
out being  taken,  the  bishop  is  placed  here  to  prevent  the 
black  queen  from  taking  the  pawn ;  whicl^  however, 
he  can  do  but  for  a  moment. 

W.  The 


£SSA7.  $3 

W.  The    queen  takes  the  pawn,   and  gives 

check. 
B.  One  of  the  knights  takes  the  queen.   (Jk) 

W.  The  pawn  is  made  a  queen^ 
B,  Queen  takes  the  rook's  pawn,  and  gives 
check-mate. 

Remarks. 

(i)  If  the  player  of  the  whites  could  in  this  way  have 
lost  all  his  pieces^  he  would  have  Won  by  being  in  a 
stale  \  this,  however,  from  their  number,  was  never 
possible;  or  it  would  not  h»ve  been  prudeot  in  the  ad- 
versary to  have  flciade  the  aOth  move— a  move  whiph 
has  won  him  the  game. 
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EXAMPLE  III. 

A    SECOND    BACK-GAME. 
Continued  front  the  Thirteenth  Couplet  ^Examplb  L 

COUPLET    14. 

W.  Queen  at  her  rook's  4th  square. 

B.  The  knight  takes  the  white  knight,  and 

gives  check. 

15. 

W.  The  king's  bishop  takes  the  knight,  (ja) 

B.  The  bishop  takes  the  bishop. 

16. 

W.  The  rook's  pawn  1  square.  (J)) 

B.  The  rook  takes  the  opposite  pawn,    and 

gives  check. 

Remarks. 

{a)  If,  instead  of  the  bi$hop,  the  pawn  had  taken 
the  knight ;  the  black  bishop,  by  taking  that  pawn, 
would  have  given  check-mate  instantly. 

{b)  The  object  of  this  and  the  future  moves  of  die 
white  player,  is  to  prevent  check-mate,  whicli  he  now 
perceives  the  other  thus  early  to  meditate.  When  the  tyro 
has  seen  what  these  moves  are,  it  will  edify  him  to  try 
whether  better  ones  might  not  have  been  adopted.  On 
this,  however,  and  similar  experiments,  he  must  not 
hastily  conclude ;  because  was  he  to  move  the  whites 
not  so  well,  and  the  blacks  more  than  proportionally 
worse,  the  necessary  consequence  might  lead  him  to 
think  that  he  bad  moved  the  former  better. 

W.  The 
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17. 
W.  The  king  at  his  rook's  square. 
B.  The  rook  tak^s  the  pawn,  and  discovers 
check  from  the  bishop. 

18. 
W.  The  king  at  his  knight's  square. 
B.  The  queen  at  her  king's  knight's  2d  square, 
giving  check. 

19. 
W.  The  king  takes  the  rook. 
B,  The  queen  advances  to  the  white  knight's 
3d  square,  and  gives  check-mate*  (c) 

Remarks. 

{e)  Without  the  co-op^]*ation  of  the  black  pawn,  this 
could  not  have  been  done.  The  player  of  the  whites 
should  have  taken  this  straggler  before  he  proceeded  to 
detach  the  queen. 
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EXAMP^P  IV. 

VARIATION  Va  TW£  PiEftT  BACH^OASCC. 

^i^m^Awi^  AiR^t^/ii  (^u0ifjh9^  Skampuj  U- 

W.  The  rook  at  his  knight's  square*  (a) 
B.  Queen^b«J^lsi99X]2#jgphk's.3^^ 

W.  The  rook  at  the  king's  square^  obfiO^jp^  (^) 
B.  The  bishop  covers  the  check. 

«»• 

W.  The  qu^owv  t^tos  tho  pAWu. 

B.  Theq^e9nit«Jc«§tl^p«t«gn^ 

23.      • 

W,  Queen  takes  the  rook,  and  gives  check,  (rf) 

B.  The  king  at  his  bishop's  2d  square. 

W.  The, 
Retnapks, 

(a)  He  offers  to  change  rooks,  that  such  a  danger-  ' 
ous  neighbour  as  the  black  one  may  be  either  taken  or 
driven  away. 

(i)  This,  however,  not  only  prevents  eitheri  but 
keeps  the  white  queen  from  going  to  the  black  king's 
rook's  4th  square ;  by  which  tlie  black  knight,  whose 
vicinity  is  as  incompatible  as  the  rook's  with  the  safety 
of  the  white  king,  would  have  been  obliged  to  remove 
to  cover  the  check. 

(c)  To  remain,  or  to  remove  without  checking  the 
adversary,  would  have  been  equally  dangerous. 

(d)  As  the  player  of  die  whites  cannot  remove  either 

'         •  of 


W.  The  pawn  becomes  a  bishop. 
B.  The  queen's  pa^iha  1  square. 

25. 
W.  The  bishop  takes  the  knight 
B.  The  rook  at   the  black  knight's  square 
giving  check. 

26. 
W,  The  rook,  takes  the  rook,  (e) 
B.  The  queen  at  the  white  king's  4th  square, 
giving  check-mate. 

Remarks. 
of  the  pieces  menadsg  bis  king,  he  has  now,  as  he  haA 
in  Example  IL  no  other  way  of  defending  him  tbao  at* 
tacking  the  Uack  one. 

(e)  If  the  king  had  taken  the  rook,  the  gave  would 
have  lasted  one  move  longer.  In  that  case  the  Mack 
^een  must  have  gone  to  her  king's  knight  3d  square,  and 
then  to  the  black  knight's  2d  square  ;  so  she  should  have 
done,  iff  at  the  24th  move,  instead  of  that  set  down,  the 
white  knight  had  gone  to  his  queen's  bishop's  3d  square., 

%*  Of  two  different  modes  of  playing,  both 
of  which  end  in  a  defeat,  that  is  the  best 
which  protrads  the  game  the  longest. 

t^t  ^^  game  can  end  so  sooa  as  the  longest 
form  of  that  we  have  already  given^  that  is 
pfaQred  thixmghout  well  on  botii  sides. 

SECOND 
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EXAMPLE  V. 

Exhibiting  Situations  rendered  critical  by  Enterprize^  and  the 
Resources  of  Play'  in  those  Situations* 

COUPLET    1. 

White.  KING'S  pawn  2  squares. 

Black.  Thesame, 

2. 

W.   King's   bishop   at  queen's    bishop's    4th 

square,   {a) 

B.  The  same. 

3. 

W.  Queen's  bishop's  pawn  1  square.   (3) 

B.  Queen's  knight  at  his  bishop's  3d  square. 

W.  Queen's 
Remarks. 

(a)  Not  for  any  purpose  that  it  will  immediately  an- 
swer, but  that  he  may  escape  the  obstruction,  which,  if 
It  should  be  necessary  to  advance  the  queen's  pawn  a 
square,  would  be  opposed  by  his  moving  dire&ly  out. 
We  have  seen  in  Example  III.  that  by  a  pawn  on  one 
side,  and  a  knight  on  the  other,  this  bishop  was  so  em- 
barrassed, as  not  to  be  able  to  move  even  for  his  ov^ti 
prcsei*vation, 

(b)  The  having  two  pawns  a-breast  of  each  other, 
at  houses  4. '  of  the  king  and  queen,  secured  by.  the 
changes  which  brought  them  there  from  <:aptone  by 
pieces  of  their  own  quality,  and  therefore*  in  their  fur- 
ther  progress  to  the  promotion  line,  easily  prote6ted — 

is 
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4. 

W.  Queen's  pawn  2  squares. ,  (c) 

B.  The  same,  {d) 

5. 

W.  The  bishop  takes  the  pawn. 

B.  The  pawn  takes  the  pawn. 

6. 

W.  The  pawn  takes  the  pawn. 

B.  The  knight  takes  the  pawn,  (e) 

7. 
W.  Queen's  bishop  at  the  king's  3d  square. 
B.  The  knight  at  the  king's  3d  square.   (J*) 

Remarks-  .    W.  The 

is  a  great  step  towards  making  one  -of  them  a  queen. 
To  have  them  in  this  position,  is  the  object  of  the  present 
and .  several  succeeding  moves  :  of  the  corresponding 
moves  of  the  blacks,  the  objeft  is  to  prevent  it. 

(r)  To  provoke  the  Wack  pav^rn  to  capture  him,  on 
the  presumption  that  his  player  would  prefer  doing  that 
to,  retiring  with  his  bishop— The  player  of  the  whites 
intending  afterwards  to  supply  his  place  by  a  reprisal. 

(d)  The  player  of  the  blacks,  willing  neither  to  take 
the  pawn  nor  to  retire  with  his  bishop,  plays  this  pawn 
here,  in  order  that  if  the  white  one  takes  his  bishop, 
he  may  retaliate  in  kind* 

(e)  The  plan  of  having  two  pawns  in  the  middle  of 
the  exchequer  is  thus  rendered  abortive.  The  bringing 
this  knight  ojat  was  the  principal  mean  of  defeating  it. 

(/ )  This  leaves  the  king's  bishop  liable  to  be  changed 
for: the  bishop  of  the  adversary's  queen.     If,  however, 

the 
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8. 

W.  The  bishop  takes  the  hbhc^.  (^) 
B.  The  knight  takes  the  bishop. 

W.  King's  pawn  1  squnre.  (^) 
B.  Queen  at  king's  Sd  square. 

Remarks. 

the  knight  had  not  moved  at  all,  or  moved  otherwise, 
his  player  m^t  have  been  obliged  to  an  exchange,  in 
which  the  difierence  against  him  would  have  been  of 
real  moment. 

(f)  Between  equal  players  the  minutest  advantage 
should  be  seized  on.  It  may  be  observed  here,  that  the 
superestimation  of  the  king's  bishop  over  the  bishop  of 
the  queen,  rest^  on  his  not  being  prevented  by  the  co- 
lour of  his  field,  from  checking  the  adversary  at  his 
original  sqjure.  The  wliite  player  having  had  the 
first  move,  the  ptlier  could  not  well  have  foiled  him, 
with  J^ard  to  the  pawns,  at  a  le$s  expence. 

(i)  That  he  may  not  be  taken  by  the  knight  if  the 
bishop  should  remove. 

Variation. 

To  protect  hitn  from  the  knight,  instead  of  pushing 
him  a  square,  the  queen's  knight  is  mored  to  t^e  3d 
house  of  the  queen's  bishop*  lliis  would  be  ine£Fective 
•—the  adversary,  by  placing  his  king's  knight  at  his  king's 
bishop's  3d  square,  might  counterad  it  so  completely  as 
to  make  the  bishop  retreat  at  the  same  time  diat  be  se- 
cured taking  the  pawn-^at  lea^t,  seciued  an  exchange, 
by  which  he  would  get  the  pawn  to  boot. 

W.  King*8 


10. 
W.   King's    kfiii^    at  ifiifit's    bishep^s   38 

squait.  (i.) 
B,  Queen's  bishop  at  iHe  white  king's  knight's 
4th  liquarc.  (ft) 

li. 

W.  Queen's  knight's  pkwn  2  squares.  (/) 
B.  Bishop  Ukte  tUb  khigli^. 

ll 
W.  Queen  takes  the  bishop. 
B.  Queen  takes  the  pawn,  and  gives  check, 

IS. 
W.  The  king  castled. 
B.  Qi^een  takes  th%  f<m. 

14. 
W,  PaWh  UkeS  the  kliight. 
B.  HlfckitigfcastleS.   {m) 

W.  Knight  at  queen's  bishop's  3d  square,  {n) 
B»  Qii6en  at  the  khight's  2d  square,  (o) 

Remarks. 

(/)  To  support  the  pavvn. 

[i)  An  adTentutous  speculation,  in  which  the  risk  is 

but  little. 

{/)  Ditto. 

(m)  To  preserve  the  means  of  preservation. 

*   I* J.  » 

(»}  To  lay  an  embargo  on  the  black  queen. 

(0)  Any  where  eUe^  she  would  be  taken. 

W.  The 
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16. 

W.  The  rook  at  the  same  knight's  1st  square,  (p) 
B.  The  rook  at  his  king's  square,   (y) 

17. 
W.  King's  rook's  pawn  2  squares,   (r) 

B.  Queen  at  the  white  queen's  2d  square.  (*) 

18. 

W.  Bishop  takes  the  bishop's  pawn. 

B.  Rook  at  the  white  king's  square,  giving 

check,   {t) 

19. 
W.  The  rook  takes  the  rook. 
B.  Queen  takes  the  rook,  and  checks. 

Remarks. 

(/i)  The  comment  on  the  next  is  a  comment  on  this. 

(q)  If  the  black  queen  had  moved  aside  into  one  of 
the  three  squares  to  which  her  sphere  of  adlion  is  at  pre* 
sent  reduced,  the  white  rook,  by  taking  the  pawn  op- 
posite, might  have  ensured  check-mate  in  another  move. 

(r)  Had  the  queen's  rook  taken  the  black  queen, 
the  black  king's  rook,  by  crossing  to  the  white  king's 
square,  would Jiave  won  the  game ;  by  the  present  move, 
that  way  of  receiving  check-mate  is  rendered  impossible. 
In  advancing  a  pawn  to  the  adverse  party,  let  it  always 
be  as  far  as  is  consistent  with  security. 

(s)  In  order  to  extricate  herself. 

(/)  He  does  this,  which  will  cause  him  to  be  exchang- 
ed for  the  white  rook,  to  save  his  own  king  from  the 
check-mate  which  is  still  impending,  and  which,  had  the 
white  queen  been  suffered  to  take  his  king's  knight's 
pawn,  would  by  now  have  been  inflicted* 

W.  The 
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20. 
W,  The  king  removes. 
B.  Queen  at  her  king's  4th  square,  still  giving 
check.  (^) 

21.  ^ 

W,  King's  knight's  pawn  covers  the  check. 
B.  Queen  takes  the  other  pawn. 

22. 

W.  Knight  at  the  king's  4th  square, 
B.  Queen  at  her  king's  2d  square. 

23. 

W.  Queen  at  her  knight's  3d  square. 
B.  Queen  takes  the  knight. 

24. 
W.  Bishop  at  the  hiack  queen's  4th  square. 
B.  Queen  takes  the  bishop.  (/) 

Remarks. 

(s)  The  black  queen  has  thus  made  a  triumphant  lie- 
treat.  To  the  advantages  which  sometimes  attend  giving 
cheeky  .although  it  can  be  easily  eluded  or  covered,  aU 
ready  enumerated,  may  be  added  that  of  gaining  a  move. 
There  is  still  another :  under. the  present  circumstances, 
the  takifig  of  a  piece  is  ensured  by  it. 

(/)  This  player  could  not  do  better  to  prevent  the 
check-mate,  which  the  white  queen  would  else  have 
given,  by  taking  the  pawn. 

W.  Queen 
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Si. 

W.  Queen  takes  the  quean. 

B.  Q«ieea4B  knight'fi  pasiii^  lls<|ulire.  («) 

W.  Queen  at  the  black  icing's  4th  square,  (v  1 . ) 
B. .  Knigiit  «t  his  iiishop's  3d.  isqvare.  (w  i. ) 

W.  Queen  at  the  black  king's  2d  square. 
B.  Rook  at  his  knight'6  square. 

Remarks. 

(u)  That  the  liability  of  check-mate  by  the  white  mi- 
ll ister's  stepping  into  their  £i'St  rank  may  at  bnce  b'e 
quashed.  An  instance  similar  hus  befofb  dctm-tticl*  <X 
the  moves  in  general  now,  but  a  few,  we  imagine,  will 
require  to  be  observed  on. 

(v2,)  To  preserve  his  pawn  {v  i.)  (v2.)  iTie  sub- 
sequent moves  will  ibr  some  time  be  toti^uAfed  <)h  thb 
plan  of  these.  Of  the  player  of  the  whites,  inferior  in 
numbers,  though  not  in  force,  the  obje£k  is,  either  to 
take,  or  keep  in  insdion,  these  pieces  of  the  adversary 
preparatory  to  advancing  his  own  pawns  oti  this  &{da« 
The  pawns  of  the  adversary  on  the  other  ^Id^  ¥thich 
are  so  disposed  that  he  could  make  no  impresiioA  oti 
them,  he  i^  not  concerned  at  present  to  obstrtlct  ahf 
otherwise  than  his  movemetits  in  this  quartet  virtiisdly 
will.  The  objeft  of  the  pl&yer  of  the  blacks  ivill  de- 
clare itself. 


S8. 

W.  Qu.eien  at  the  blacjc  ,Jdiig's  bishop's  l^ 

square, 
fi.  Queen's  bishop's  pawn  2  squares.  {^} 

W.  King's  bishop's  pwm  i  squaie. 
B.  Queen's  knigbt's  pfi;wii  1  sqisiai^. 

50. 

W.  King's  knighfs  pawn  1  square. 
B.  Rook  at  the  queen's  square.  (<r) 

31. 

W.  Queen  t^Ji^  the  kn%ht'^  pitwn. 
B.  Rook  at  the  queen's  3d  square,  (y) 

Remarks. 

(w)  Of  theroofc»  the  knight  I  andd»ekai{pbt'«paiKm 
-aa  Ae  othf^r  fiidey  »o  ope  cun  move  without  one  of  ifacn 
jMsing  t^eii ;  this  pbiyer  hft$»  thereforCy  no  better  idler* 
fna4>ve  tb^n  9r;git)g  to  {>romotkn  ihc  pawns  on  this« 

(if)  The  tdvitnciiig  a  white  pawn  on  the  tdack  knight, 
^  step  that  is  la  rcadifiieiat  woaU  have  enabled  the  wfaitt 
queen  to  make  great  havoc  among  the  pieces  she  hovers 
over,  ba4  this  rook  remained  where  be  was.  The  pre* 
sent  movement,  and  tkwly  sacttfioe  of  a  pawn  will  pre* 
vent  any  funher  uncompensated  loss. 
.  (y)  The  fcnight  protects  die  pawn,  the  rook  protects 
the  knight. 

W.  King's 
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32. 
\V.  King's  knight's  pawn  1  square,  (i)  ' 
B.  Rook  at   the   white   queen's    2d,  giving 
check,  {a) 

S3. 
W.  Thekingathisrook's3d.  (A) 
B.  The  knight  at  the  queen's  4th. 

34. 
W.  The  queen  takes  the  pa>m. 
B.  The  rook  takes  the  pawn. 

35. 
W.  King's  knight's  pawn  1  square. 
B.  Queen's  bishop's  pawn  i  square. 

Remarks. 

{%)  The  opportunity  of  giving  check,  which  the 
white  queen  neglects,  is  one  of  those  cases  in  which  it 
ought  to  be  avoided.  The  black  king,  by  removing  to 
his  queen's  bishop's  2d,  would  have  covered  both  him- 
self and  the  rook ;  and  the  whites  (including  the  loss  of 
one  to  themselves  and  the  gain  of  one  to  their  adversa- 
ries) would  have  sustained  a  difierence  against  them  of 
two  moves. 

(a)  This  secures  an  equivalent  for  the  pawn  which 
die  knight  will  be  forced  to  desert. 

(i)  The  king,  when  his  pieces  are  advancing  to  the ' 
adversary's  side,  should  keep  as  near  to  them  as  pos- 
sible. 

W.  King's 
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W.  King's  knight's  pawn  1  square, 

B.  King  at  his  queen's  knighf  s  2d.   (c) 

37. 

W.  The  pawn  becomes  ia  rook  and  discovers 

check. 
B.  The  king  at  his  queen's  knight^s  3d, 

38, 

W.  Rook  at  black  queen's  knight's ,  square, 

giving  check,  (d) 
B.  King  at  his  queen's  bishop's  4th.  (e) 

Remarks. 

(c)  If  the  king  did  not  remove  now,  the  whitepawn, 
on  becoming  a  rook,  would  check-mate  him. 

(d)  Though  it  is  not  to  be  presumed  that  the  player 
of  the  whites^  with  his  present  force,  will  check-mate 
the  other,  yet  he  is  now  acting  rightly  j  for  were  he  to 
refrain  any  longer  from  offence,  his  adversary  would 
make  a  queen  before  he  could  make  an  additional  rook, 
and  perhaps  turn  the  tables  on  him.  What  he  aims  at 
present,  is  not  a  mate,  nor  primarily  a  capture ;  but  to 
bring  about  such  a  change  in  the  position  of  the  blacks, 
that  the  foremost  of  his  pawns  may  wrest  the  move  from 
the  foremost  of  theirs. 

(e)  Any  where  else  he  would,  probably,  either  soon 
lose  his  rook,  or  suffer  a  worse  disaster. 

W.  Rook 
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W.  Rook  at  the  black  queen's  bishop^s  square, . 

still  ebeckjingiw 
B.  The^ing  at  the  white  queen's4th  square.  (jT) 

40: 
W:  The-queettatherking's4ftigiVThg  check. 
B.  The  king  at  the  white  queen's  bishop*s  3tf. 

41. 
W.  The  queen  takes  the  knight. 
B,  Queea's  rook's  pawn  1  square; 

42. 
W.  The  king's  rook's  pawn  1  sqiuuare.  (g)^ 
B.  The  king  at  the  white  queen's  knight's 
2d.  (A) 

43  and  44. 
W*  The  king's,  rook's  pawn^  Q!  squares; 
B.  Queen's  bishop'  pawn  2  squares'. 

Remarks. 

(/)  Had  he  gone  to  the  white  queen's  knight's  4th 
square— -and  had  the  white  queen  then,  moved  to  the  ist 
square  of  that  knight — ^the  loss  of  the  Wack  rook  would 
have  been  kievitaUe. 

(g)  The  remaining  black  pieces  are  posited  so,  that 
an  attempt  at  this  time  to  make  any  further  capture,  or 
to  g,ivedbeck-mate»  mightonlybringtheir  pawns  nearer 
to  promotion  •  As  this  piece  has  now  the  starts,  this  is 
the  moment  to  push,  him  on* 

(A)  He  thus  makes  way  for  the  black  pawn  without 
exposing  either  himself  or  the  rook. 

W.  Queen 
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W\  ^eeau  at  the'  hkx^  kitag^»  knight V  4th 

square,  (i) 
B.  Rook  at  the  viint6  tf&een's  reok's  sqvare. 

W.  The  queen  at  the  black  king's  4th  square, 

checking. 
B.  King  at  the  white  queen's  knight's  square. 

47. 

W.  The  pawn  becomes  a  rook. 
-    B.  The  pawn  becomes  a  queen. 

48. 

W. .  Thftiwwk.  tafee*  the  queea. 
B.  The  king  takes  the  rook. 

49. 

W.  The  queen  takes  the  rook,  and  checks. 
B.  The  king  at  the  white  queen's  2d.  (i). 

Remarics^ 

(i) ,  Fibr  some  of  the  mpMcs  commented  pn^  w»  www* 
in.doub^twbetber  the  t^ro9.unaidcd>  could  inpsu^k^g  hare, 
apcounted:  of  this,  arid  the  fojlo wing  ones*  wcarepcf-, 
si^ided  be  will  at  once  see  the  reason. 

{k)  As  check-mate  is  unavoidable,  it  is  a  matter  of 
itidiflerence  what  moves  he  makes.  He  adopts  those 
which  will  put  oflF  the  evil  longest.  We  set  them  dowir 
vsMtAy  Afit  th«  gftQie  may  not  seem  unfinished. 

W.  The 
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50. 

W.  The  rooK  at  the  black  queen's  square,  giv- 
ing check. 
B.  King  at  the  white  queen's  bishop's  2d. 

51. 
W.  The  rook  checks  again. 
B.  King  at  the  white  queen's  3d. 

W.  The  queen  at  her  bishop's  Sd  square,  giv- 
ing check. 

B.  The  king  removes^ 

» 

53. 
W.  The  rook  checks. 
B.  The  king  at  the  square  of  the  white  queen. 

54. 
W.  The  rook  at  his  king's  square,  gives  check-- 
mate. 


w^ 


The  move  at  which  the  fortune  of  the  blacks 
began  to  decline,  and  at  which  a  back-game 
may  with  most  interest  be  taken  up,  is  that 
where  the  queen  takes  the  white  knight  (coup- 
let 23).  At  the  moment  before  (numbers  and 
force  considered  apart  fi-om  position)  the  ad- 
vantage was  on  their  side.  What  followed  this 
move  will  impress  on  the  student,  that  when*, 
ever  an  adversary  seems  to  expose  a  piece  to 

capture 
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capture  without  securing  an  equivalent,  or 
without  securing  a  proper  r  one  [the  reprisal 
which  the  white  hishop  might  have  made  on 
the  black  knight,  as.  it  would  have  spoilt  the 
position  of  the  white  pieces,  and  lessened  their 
comparative .  strength,  could  not  be  consi- 
dered a  proper  one]  he  must  not  attribute  to 
accident  what  ipay  be  the  effe6l  of  design,  and 
take  the  exposed  piece  without  hesitation.  If 
the  player  he  is  contending  with  be  not  con- 
temptible, it  is  rather  to  ba  suspected  that  he 
has,  as  the  player  of  the  whites  had  in  the 
present  case,  some  ambuscaded  motive  for 
losing  the  piece:  whether  he  has  or  no,  it  be- 
hoves the  iSltudent,  before  taking  it,  well  to 
examine.  ' 

The  game  just  ended,  affords  occasion  like^ 
wise  to  observe^  that  sudden  incursions  on  thd 
adversary's  pieces  are  only  to  be  made  with 
caution.  The  1 3th  move  of  the  blacks,  the 
diflSculty  with  which  the  queien  retreats, -^  and 
her  being  oiice  within  an  ace  of  capture,  very 
forcibly  suggest  this  maxim.  Of  this  move, 
however,  we  do  not  mean  to  impeach  the  pro- 
priety. 

At  the  10th  move,  to  have  acted  more  sys* 
tematically,  the  black  bishop  should  have  stop- 
ped at  the  4th  square  of  the  bishop  of  his  king. 

G  In 
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In  the  counterstep  to  this  and  other  moves, 
the  whites,  t6o,  might  have  acted  more  sys- 
tematically :  but  as  we  mean  to  give  separate 
examples  of  that  kind  of  play,  from  which 
these  are  deviations,  and  as  many  of  the  in- 
tervening moves  are  properly  consequent,  one 
of  the  other,  it  will  not  be  necessary  .to  begm 
any  variation  of  the  last  example  at  an  earlier 
move  than  the  1st  of  the  23d  couplet. 


FIRST  SCALE  OF  POWERS. 

The  introductory  chapter  classes  the  pieces 
in  the*  order  of  their  relative  values  ;  but  no** 
thing  is  added  of  the  ratio  in  value,  which 
two  or  three  inferior  pieces  bear  to  a  superior, 
or  two  superior ;  as  the  introduction  of  mi- 
nute discriminations,  before  the  attainment  of 
some  practical  knowledge,  might  have  per* 
plexed  the  reader.  As,  however^  situation$ 
occur  on  the  board,  in  which  it  is  necessary 
that  the  most  critical  calculations  of  force 
should  be  consulted,  and  as  the  propriety  of 
accepting  or  declining  some  exchanges  de- 
pends on  punctilious   confiideratioxlis,    it  is 

.     thought 


/ 
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thought  proper  to  give,  as  a  prelude  to  the 
remaining  examples,  the  following  scale : 


9, 
ft 


14, 

15, 
S8. 


With  respect  to  qualification  for  attack  and 
defence,  the  facility  of  conducing  to  these 
ends,  by  a  statioiiaiy  attitude,  or  by  mov- 
ing, and  extent  of  action,  the  powers  of  the 
pawn,  the  knight,  the  king,  the  bishop,  the 
rook,  and  the  queen,  are  to  each  other  in  this 
proportion. 

The  values  of  all  the  pieces,  except  the 
pawn  and  king,  are  commensurate  with  their 
powers. 

The  nature  of  the  game  puts  the  king's  va- 
lue above  competition. 

The  vahie  of  every  pawn,  taking  into  the 
account  the  probability  of  his  becoming  a  ca- 
pital piece,  is  pn  the  average,  about  S\. 


SECOND  SCALE  OF  POWERS. 

In  the  foregoing  estimate,  of  the  five  supe- 
rior pieces  the  highest  force  is  taken  ;  that  is 
to  say,  eaeh  is  supposed  to  be  in  that  part  of 

,  ^  the 


*  i 
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the  board  where  its  sphere  of  action  isiargest : 
assuming,  however,  that  in  play  the  probar 
bility  of  their  occupying  any  given  square  is 
equal,  their  powers  will  be, 


2tW»  Pawn 
6^^y  Knight 
7t^,  King 


9i^,  _  Bishop 
15,  Rook  . 
23^12,  Queen. 


The  pawn's  chance  of  promotion  maizes  his  , 
value  4tH.  ,  ,  ;  ,  ; 

It  will  be  perceived,  that  by  this  scale,^ ,  the  • 
relative  powers  of  the  pawii  and  rook,  with  • 
respect  to  each  other,  remain  as  before  ;  whilcr j 
with  respect  to  the  other  pieces,  that,  of  tie 
former   is  trivially^    and  that  qf  the^  latjter, 
greatly  enhanced. 

In  finding  both  scales,  the  part  of  the  board 
within  the  sphere  of  each  respective  piece 
wherever  it  is  pUced,  is  supposed  to  be  un- 
occupied. .         ;  :       .      *  ,  : 

.4 

As  the  pUy^r  cani^ojt  atjray^  put  tbj&>i{^ic.c^. 
where  their  range  of  action  will  be  the  most 
extensive,  the  latter  -scale  is  the  safer  to  be 
adopted,  as  a  datum  from  which  to  estimate 
their  values,  in  balancing  one  piece  against 
two  pieces,  two  against  three,  previously  to 
auflfering.  or   effecting   such  a  kind.. of  ex- 

EXAMPLE 


r 


PROGHESSIVE'EXAMPLES  RESUMED.       85 

EXAMPLE  VI. 

THE  SECOND  ESSAY    CONTINUED  FROM    THE 
TWENTY-SECOND    COUPLET. 

COUPLET  23, 

•  *  - 

W.  The  queen  at  her  knight's  3d  square: 
B.  The  knight  at  his  rook's  3d  square,   (a) 

^24.  .        .      ^ 

W.  The  bishop  at  the  black  queen's  4th.-  (4) 
B.  Queen's  knight's  pawn  1  square,  (c) 

25. 
W,  King's  bishop's  pawn  1  square,   (d) 
B.  Queen's  rook's  pawn  2  squares. 

W.  Queen's 

Remarkfi. 

<a)  His  standing  before  the  pawns  on  this  side  is  of 
no  consequence,  as  their  only  use  will  be  to  obstruct 
the  white  oftes :  those  on  the  other  sid6  are  what  this 
player  must  expect  to  promote.  The  only  other  way 
of  preserving  this  knight,  moving  the  black  queen  to 
the  1st  rank,  would  have  been  a  bad  step. 

(*)  He  would  have  been  safe  before  the  black  queen  j 
but  by  thus  threatening,  chcckrmate  he  gains  a  move, 
and  is  in  a  better  position. 

(c)  The  king  must  not  only  not  move  into  check  him- 
sdf,  but  no  piece  mpst  move  so  as  to  expose  him  to  it ; 
therefore,  if,  instead  of  this,  the  bishop's  pawn. had 
moved  a  square^  the  white  bishop  might  have  taken  his 
^sailant  with  security. 

(d)  To  keep  the  black  knight  from  checking  the  king. 

Had 


86  PROGRESSIVE  EXAMPLES* 

26. 
W.  Queen's  rook's  pawn  2  squares. 
B.  Rook  at  his  king's  bishop's  square,  (e) 

27. 
W.  The  king  at  his  rook's  3d  square.  (jT) 
B.  Knight  at  his  bishop's  2d  square,  {g) 

28. 
W.  King's  knight's  pawn  1  square. 
B.  Knight  at  his  king's  4th  square. 

Remarks. 

Had  diis  pawn  been  moved  further,  the  black  knight, 
at  the  white  knight's  4th  house,  supported  by  the  black 
queen  and  rook's  pawn,  would  have  totally  obstructed 
him  and  his  companions. 

(e)  As,  from  the  impendence  of  the  white  queen  and 
bishop,  the  protection  of  both  the  knight  and  the  rook 
is  necessary  to  the  pawns  on  the  other  side,  moving  for- 
ward with  safety,  this  player  is  about  to  transfer  them 
there. 

(/)  To  sustain  the  rook's  pawn  when,  that  of  the 
knight  advances. 

(g)  He  could  not  get  to  the  square  he  is  going  to 
without  first  coming  here  :  to  protect  him  in  this  first 
stage  of  his  gambit  f,  was  the  chief  reason  of  placing 
the  rook  where  he  is. 

f  A  gambit  is  an  indirect  and  circuitous  movement,  by 
several  intermediate  steps,  to  a  particular  square.  In  a 
larger  sense,  a  gambit  is  a  game  mostly  made  up  of  such 
movements ;  it,  .jperhaps,  includes  the  idea  of  one  player 
being  quickly  circumvented. 

W.  Knight 


.    SECOND  E3SAT,       ,  87 

W.  Knight  at  the  black  king's  knight's  4th 

square.  (A) 
B.  King's  rook's  pawn  1  square, 

30. 
W.  Knight  at  the  black  king's  3d  square. 
B.  Rook  at  the  queen's  bishop's  1st  square. 

3K 
W.  King's  bishop's  pawn  1  square,   (i) 
B.  Knight  at  his  queen's  2d  square. 


.'  ^ 


W.  Knight 


Remarks. 


{h)  He  moved  to  save  the  king's  bishop's  pawn,  now 
amply  protc&ed.  The  pieces  are  so  arranged,  you  see, 
that  if  the  black  player  was  to  begin  exchanging,  the 
white  one  would  have  the  last  capture.  At  the  time  of 
observing  {g)  die  reverse  was  tlie  case. 

(;)  Pawns,  as  they  are  pushed  on,  increase  in  value* 
Of  a  set  of  pawns,  one  at  least  of  which  you  are  striv- 
ing to  promote,  neither  should,  if  possible,  be  moved 
without  having  a  piece  as  guardian,  should  no  enemy 
at  the  moment  be  at  hand  ;  for  a  sudden  occurrence,  the 
same  which  may  prevent  you  from  providing  for  his 
safety,  may  bring  an  adversary  in  a  position  to  command^ 
him.  But  though  this  pawn,  as  thus  moved,  is  in  the 
predicament  of  having  no  support,  it  would  have  been 
still  worse  to  have  stirred  any  other  ;  if  the  rook's  pawn 
had  advanced  a  square,  the  knight's  pawn  of  the  blacks, 
by  advancing  two  squares,  might  have  completely  block- 
aded 
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32- 
W,  Knight  at  his  queen's  4th  square,  (k) 
B    Queen  at  the  king's  hishop's  3d  square,  (0 

33... 
W.  The  knight  gives  check. 
B.  The  king  at  the  rook's  square. 

W.  The  knight  at  the  hlack  king's  2d  square 

discovering  check.      ' 
B.  The  bishop's  pawn  covers  the  check. 

35. 
W,  The  knight  takes  the  rook. 
B.  The  pawn  takes  the  bishop, 

36. 
W.  The  queen  takes  the  pawn  and  gives  cheCk. 
B.  The  king  removes. 

Remarks^ 

adcd  all  three.  A  cirCumspeft  resller  fro^n  enterprise,  \i^^ 
stead  of  moving  cither,  would  have  placed  the  king  bc-» 
hind  the  knight's  pawn. 

(*)  This  more  than  prevents  the  black  pawn's  being 
advanced  upon  the  hishpp. 

(/)  She  could  not  do.  better.  If  the  black  Irishpp's  pawn 
had  been  n^oved  against  the  bishop,  the  white  knight 
would  have  takeq  him.  If  the  rook  bad  taken  the 
knight,  the  bishop  would  then  have  taken  -the  rpok. 
Combinations,  such  as  these,  may  be  carried  to  a  great 
extent,  and  very  much  try  the  skill  of  the  player, 

W.  Queei^ 
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57. 
W.  Queen  takes  the  knight. 
fi.  Queen  at  the  white  queen's  bishop^s   Sd 
square,  giving  check,  (ni) 

38. 
W.  King  at  his  rook's  2d  square. 
jB.  The  que^n  t^kes  the  knight,i 

39, 
W.  The  queen  takes  the  queen.  ^ 

B.  The  king  takes  the  queen. 

W.  King's  bishop's  pawn  1  square. 

JB.  Queen's  knight's  pawn  r  square,  (n) 

W.  King's 
Variation. 

(m)  This  queen  takes  the  king's  bishop's  pawn. 

The  white  knight  takes  the  pawn. 

The  black  queen  at  the  white  king's  3d  square,  giving 

check. 

39. 
The  ^hite  king  removes. 

The  black  qneen  takes  the  knight. 

40. 

The  white  queen  takes  the  pawn^-and  so  on. 

The  result  is,  as  it  will  be  of  the  present  way  of  niov* 

ingy  tliat  the  black  king  is  check-mated. 

Remarks. 

(«)  Nothing  better  could  be  done  than  to  ofier  this. 
[Paradoxical  as  it  may  seem  to  the  unpraAised  reader,  if 

the 
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W.  King's  knight's  paw;n  1  square,  (p) 
B.  The  queen's  knight's  pawn  takes  thepawt^. 

W.  King's 

Remarks. 

the  three  pawns  on  the  queen's  side  of  the  board  wer<|  en* 
tirely  away,  the  player  of  the  blacks  would  be  better  off*.  By 
moving  his  king  to  intercept  the  white  ones,  and  by  jadici- 
oiisly  managing  his  own,  he,  might  then,  land  the  other  coold 
not  help  it,  so  exchange  one  for  one,  that  to  the  white  king 
and  jingle  pawn  left,  his  own  would  at  length  stand  opposed 
in  the  manner  described  at  the  end  of  Section  xxx ;  the 
consequence  of  which  would  be,  that  the  adversary,  to  avoid 
a  stale,  would  resign  his  pawn,  content  neither  to  beat  nor 
be  beaten.  But,  circumstanced  as  he  now  is,  the  player 
of  the  blacks  would  be  soonest  check-mated  on  the  inter- 
ception plan;  We  will  suppose  him  to  have  gone  upon  it, 
and  to  have  arrived  at  the  point  just  mentioned.  The  white 
king  instead  of  surrendering  bis  pawn«  closely  supports  him, 
leaving  the  black  king  without  a  move,  and,  but  for  having 
other  pieces,  in  a  stale.  Then  follows  the  move  at  which  we 
are  pausing.  The  white  pawn  takes  the  pawn,  and  leaves 
the  black  queen's  rook's  a  free  passage.  The  white  pawn 
gets  to  the  promotion  line  a  move  before  his  rivaly  and  at 
the  moment  of  doing  so,  gives  check-mate.] 

{o)  It  is  better  now  to  lose  a  pawn  than  a  move*  If 
the  queen's  rook's  pawn  were  to  take  the  black  one, 
the  bther  player  would  make  a  queen  first ;  for  the  black 
queen's  rook's  pawn  having  then  nothing  to  interrupt 
him,  would  be  virtually  a  move  before  eklier  of  the  other 
white  ones;  and  as  to  the  capturing  pawn,  then  in  the 

knight's 


I 
I  I 
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42.  . 
W.  King's  bishop's  pawn  1  squaie. 
B,  Hie  king's  knights  pawn  takes  the  pawn. 

43. 
W.  The  pawn  takes  the  king's  rook's  pawn. 
B»  The  queen's  knight's  pawn  1  square. 

W.  The  king's  knight's  pawn  i  square. 
B.  The  queen's  knight's  pawn  1  square. 

45. 
W.  The  pawn  becomes  a  queen,  and  gives 

check. 
B.  The  king  at  his  queen's  knight's  2d  square. 

46. 
W.  The  queen  takes  the  pawn. 
B.  The  queen's  rook's  pawn  1  square. 

47. 
W.  The  queen  at  her  knight's  2d  square. 
B.  The  king  moves  obliquely  to  his  right. 

Remarks. 

knight's  file,  the  black  king  need  not  lose  the  time  of  one 
step  to  keep  him  from  promotion. 

Though  at  the  risk  of  dividing  the  reader's  attention, 
we  have  been  fuller  on  the  part  just  preceding,  in  order 
that  it  may  serve  as  a.precedent  for  cases  not  exactly  si- 
milar. The  moves  after  this,  however,  will  require  no 
remark  from  us. 

W.  The 
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48. 

W.,  The  queen  takes  the  pawn. 
B.  The  king  inoyes  to  3upport  his  remaining 
pawn. 

\V.  The  queen  at  her  rook's  3d. 

< 

B.  The  king  where  he  can  support  the  pawn 
without  being  checked. 

« 

50,  &c. 

When  the  queen  made  the  last  capture,  the 
game  was  virtually  ended.  If,  however,  the 
player  of  the  blacks  is  obstinate  enough  still 
to  continue  it,  the  following  is  the  most  sum- 
mary way  of  mating  him. 

From  50  to  54,  the  white  king  crosses  to- 
ward his  queen,  the  black  king  in  the  mean 
time  regrading  in  the  same  two  squares,  so  as 
to  prevent  the  queen,  who  remains  inactive, 
from*  taking  his  pawn :  5S,  (the  white  king 
being  at'  his  queen's  bishop's  3d  square)  the 
queen  gives  check;  the  king  removes:  56  to 
the  end,  the  queen  takes  the  pawn,  and  in 
concert  with  her  king,  effects  the  check-mate. 


EXAMPLE 


i 


^ 
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EXAMPLE  VII. 

ASECOKD  BACK^GAME  TO  EXAMPLE  V.   TAK£K%Ur^ 
AFTER  THE  24th  COUPLET  OF  EXAMPLE  VI.  pa.  85. 

COUPLET    25.  '       *' 

W.  King'^s  bishop's  pawn  1  square. 

B.  The  knight  at  the  bishop's  4th  square. 

26.  ..•-.-•..' 

W.  The  king  at  his  rook's '3d  square,  (a) 
B.  The  knight  at  the  white  queen's  4th.  (b)  . 

27. 
W.  Queen  at  her  own  3d  square,  (c) 
B.  Queen  at  her  king's  4th  square,  (rf) 

28.  '  '      •   \ 

W.  Knight  at  his  queen's  bishop's  3d.  (e) 
B.  Queen's  bishop's  pawn  1*  square. 

.,  Remarks. 

(a)  Combining  with  his  knijght^sV'in  support  of  his 
rook's  pawn. 

(iy  Instead  of  supporting  his  right  hand  pawns  from 
behind,  as  he  did  in  the  last  game,  in  order  to  advance' 
them  against  the  white  queen  and  bishop— a  plan  that 
was  found  unsuccessful — ^this  player  is  now  endeavouring 
to  remove  the  white  queen  and  bishop  in  the  first  in-' 
stance. 

(c)  To  save  herself  and  the  pawn. 

(d)  Chiefly  to  preserve  her  knight, 
(r)  To  proteft  the  bishop. 

W.  King's 


94  PROGRESSIVE    EXAllPLES 

1 

W.  King's  bishop's  pawn  i  square. 
F,  Queen  at  her  king's  bishop's  3d. 

30. 
W.  The  bishop  at  his  king's  4th  squalre. 
B.  King's  rook's  pawn  1  square.  {/) 

31. 
W.  Queen  at  thesquare  of  her  king's  bishop.  (^) 
B.  Queen's  knight's  pawn  1  square.  . 

32. 
W.  King's  bishop's  pawn  1  square. 
B.  The  king  at  his  queen's  knight's  2d.  (A) 

33. 
W.  Queen  at  her  king's  bishop's  4th. 
B.  The  king  at  his  queen's  knight's  Sd. 

Remarks. 

(/)  Pawns,  whose  only  use  is  obstruction,  can  sel- 
dom promote  their  obje.^  by  moving  forward3* — anil 
therefore,  while  there  is  any  thing  to  do  in  another  quar- 
ter, they  should  in  general  only  be  moved,  as  this  has 
been  now,  for  self-preservation. 

(g)  To  support  the  bishop's  pavsm  in  his  next  moye. 

{i)  In  employing  only  the  king  to  escort  his  pawnsr 
to  which  he  is  at  present  adequate— *and  reserving  his 
rook  as  an  ambuscaded  check  to  the  advancement  of  the 
white  ones— -this  player  pursues  an  eligible  policy* 

^  When  those  they  are  to  stop  are  more  than  a  step  oflf^ 
they  never  can. 

W.  Queen 


SECOND    ESSAT.  $5 

34. 

W.  Queen  at  her  king's  knight's  4th,  (i) 
B.  Queen's  rook's  pawn  2  squares. 

36. 

W.  Queen  at  the  black  king*s  rook's.  4th 

square. 
B.  Queen's  rook's  pawn  1  square. 

36. 

W.  King's  knight's  pawn  1  square. 
B.  The  king  at  his  queen's  rook's  4th. 

« 

37. 

W.  King's  knight's  pawn  1  square. 
B.  The  same,  (k) 

Remarks. 

(/)  The  Tvhite  pawns  arc  very  critically  situated^  for 
they  can  hardly  move  without  committing  themselves* 
Had  the  knight's  advanced  a  square,  and  his  immediate 
opponent  two  squares,  an  uncompensated  loss  would 
have  been  inevitable ;  so  that  this  move  of  the  queen, 
though  not  the  most  obvious,  is,  perhaps,  the  best  that 
could  be  made. 

(k)  This  is  far  better  than  moving  the  queen  away. 
When  one  is  sure  of  promoting  a  pawn  before  the  ad- 
versary—if an  occasion  of  exchanging  queen  for  queen 
does  not  offer,  it  ought  to  be  sought— that  the  prepon- 
ilerance  which  die  promoted  pawn  will  give,  may  be  as 
great  as  possible. 

W.  Queen 


r 
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38. 
W.  Queen  takes   tbe  pawn    of  the   black 

knight  (0 
B.  The  queen  takes  the  queen. 

39.. 
W.  The  pawn  takes  the  queen. 

B.  The  king's  rook's  pawn  takes  the  knight's. 

40. 
W.  The  bishop  at  his  queen's  3d  square,  (m) 
B.  Queen's  knight's  pawn  1  square.  •  ^ 

41.  ^ 

W.  The  knight  at  his  king's  4th. 
B.  Queen's  knight's  pawn  1  square. 

42. 
W.  Queen's  rook's  pawn  takes  the  pawn. 
B.  Queen's  rook's  pawn  1  square,  (w) 

Remarks. 

(/)  This,  and  not  the  reverse^  that  his  pi^wDS  may  not 
be  doubled,  or  two  in  a  file— which,  had  this  player 
taken  tlie  queen,  would  have  been  the  case.  Doubting 
pawns  is  chiefly  to  be  avoided,  when,  as  here,  there 
would  be  no  pawn  in  an  adjoining  file :  when  there  are 
pthers  jto  support  tliem,  it  is  an  evil  so  evanescent,  that 
no  sacrifice  ought  to  be  made  to  prevent  it* 

(m)  To  make  way  for  th^  knight. 

(n)  If  he  had  taken  the  pawn,  the  critical  -  square 
would  have  been  within  the  range  of  the  .white  bishop. 

W.  Knight 


r 
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W.  Knight  at  the  black  king*s  bishop's  3d. 
B.  Queen's  rook's  pawn  1  square. 

44. 
W.  King's  knight's  pawn  1  i^quare. 
B.  Rook  takes  the  pawn  of  the  white  rook, 
and  gives  check,  {o) 

45. 
W.  The  king  at  his  knight's  3d  square: 
B.  The  pawn  becomes  a  queen. 

46. 
W.  The  pawn  becomes  a  queen. 
B.  The  queen  at  the  wliite  king's  knight's 
square,  giving  check-mat^. 

Remarks. 

{o)  The  rook'^s  forbearing  this  capture  thus  long»  is 
an  exemplication  of  rule  21 .  If  it  had  been  material  to 
prevent  the  white  player  from  having  a  queen,  this 
player  would  have  detached  the  rook  along  his  own  rank 
to  a  square  out  of  the  knight^s  reach ;  and  on  the  white 
pawn's  becoming  a  queen,  would  have  exchanged  the 
rook  for  the  queen. 


H 
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EXAMPLE  VIIL 
Meditating  and  evading  that  Stratagem. 

*  *  COUPLET    I. 

W.  THE  king's  pawn  2  squares. 
B.  The  same. 

W.  King's  bishop  at  the  queen's  bishop's  4tib 

square. 

B.  The  same. 

3. 

W.  The  queen  at  the  black  king's  rook's  4th 

square,  {a) 

B.  The  queen  at  her  king's  Sd.  (b) 

W.  King's 
Remarks. 

m 

{a)  tn  this  example,  and  the  rest  that  make  tip  the 
section^  which  after  the  2d  move  are  very  different  from 
dxose  that  go  before,  it  is  rather  the  movements  of  the 
blacks  than  of  the  whites  that  are  proposed  for  imitation* 
The  mode  to  be  pursued  by  one  player,  depends  in  a  great 
measure  on  that  pursued  by  the  other :  we  have  there* 
fore  given  these,  that  the  tyro  might  not  be  surprised 
into  a  defeat,  or  uncompensated  loss,  if  an  opponent, 
having  the  first  move,  should  at  the  3d  couplet  take  the 
same  step  that  the  wjiites  have  done  here— a  step  of  that 
fundamental  kind,  that  the  future  aspect  of  the  game  is 
influenced  materially  by  it. 

(h)  She  thus  prevents  the  white  queen,  as  well  from 

taking 
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W.  King's  ki^ght  tt  his  bi^hop'sf  Sch 
B.  Queejb'»{mi^  1  $qtiase* 

5. 
W.  Knight  at  the  Uaek  king^  knighb'a  4ltfa.  (c) 
B.  King'»  knighc  »  pairn  1  square. 

W.  The  bishdp  fake»  the  pawn  aad  gives  check. 
B«  The'  king  a|t  hi9  <|u«eii'$  square* 

r.  , 

W.  The  queen  at  her  kmg's  rook's  4th,  (d) 
B.  King's  knight  at  his  bishop's  Sd. 

Remarks. 

taking  the  king's,  as  from  giving  check-mate  by  taking 
the  bishop's  pawn. 

The  rea^diir  will  obsenre^  that  the  game 
might  be  finished  at  the  4th  couplet ;  which  is 
the  earliest  termination  it  can  well  be  made  to 
receive,  and  h  called  the  schoiar's^met^ 

The  game  may  be  finished  in  two  couplets^ 
the  fatat  stroke  being  given  by  the  siecond 
move  of  the  second  player :  but  there  requires 
spr  ipfMjch  fatuity  to  permit  this^  that  it  has  the 
nameof  t\» fdols^mate. 

,  f c>  The  objcA  of  the  white  (riMfer  now  is,  cither  to 
^itttdk  a  piece  and  retire,  or»  bjr  Ae  sacrifice  of  a  knigbt 
or  a  bishop*  make  a  praflM:able  kntaeh  in  die  black  pawns. 

{d)  Tl^  remaootng  lOaTCSf  declare  their  object. 
'    ;       '  '       •  W.  King's 

639696A 
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8. 
W,  King's  bishop's  pawn  1  square. 
B.  The  knight  takes  the  king's  pawn. 

9. 
W.  The  pawn  takes  the  knight 
B.  King's  rook  at  his  bishop's  square. 

10. 
W.  The  bishop  at  his  queen's  bishop's  4tb. 
B.  King's  bishop  at  the  white  king's  bishop'gj 
:^d  square,  giving  check. 

11. 
W-  The  queen  takes  the  bishop. 
B.  The  rook  takes  the  queen. 

IS. 
W.  The  king  takes  the  rook. 
B.  The  queen  takes  the  knight,  &c.  &c.  (e) 

Remarks. 

(e)  %,s  the  forces  of  both  are  at  par,  or  nearly  sOf 
and  the  intricacies  consequent  on  the  Sd,  4thy  and  5th 
steps  gotten  over^  it  is  not  essential  to  pur  purpose  to 
proceed  any  further.  If  the  reader  likes  to  pursue  the 
subje£t,  the  economy  of  the  pawns  and  other  jpieces 
during  the  rest  of  the  game,  is  not  very  difierent  from  the 
finishings  in  the  second  essay.  In  the  mean  time  vrt 
submit  to  him  some  variations,  ail  of  which,  however, 
as  soon  as  the  blacks  are  equal  or  superior  to  the  whites, 
and  the  future  moves  of  both,  independent  of  those  that 
have  preceded,  will,  like  this,  be  discontinued. 

EXAMPLE 
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EXAMPLE  IX. 

MOVES  CONSEQUENT  ON  THE  ATTEMPT  TO 
GIVE  THE  SCHOLAR's-MATE. 


fr 


Spinning  efier  the  Sixth  Couplet  of  ErAMPLB  VIIL 


», 


COUPLET   7. 

W,  The  queen  at  her  king's  rook's  4th. 
B.  King's  rook's  pawn  1  square. 

8. 
W»  The  hishop. takes  the  knight's  pawn, 
B.  The  queen  takes  the  knight, 

W.  The  queen  takes  the  ^queen. 
6.  The  pawn  takes  the  queen. 

10. 
W.  Queen's  pa^M  1  square^. 
B.  King's  knight  at  his  king'3  2d. 

IL 
W.  The  hishop  at  the  black  bishop's  2d» 
B.  King's  rook  at  his  bishop's  square. 

12.. 
•W.  The  bishop  at  his  queen's  bishop's  4th 
B.  Queen's  biiAiop  takes  the  pawn,  aiHl  cbecks. 

18. 
W.  The  king  at  his  2d  square. 
B.  King's  knight's  pawn  1  square. 

W.  King's 


B«o«KEsaiiir£  cam vptES. 

W.  King's  rook  at  Ills  biishopV  square,  (a) 
W.  King's  knight's  pawn  i  square. 


15.  ■■'"'" 


t  • 


W.  The  pawn  takes  the  pawn. 
B.  Quaen^'t  bkbop  ^  the  wbite  kiAgVtMi^t's 
4th,  checking. 

W.  King  at  4iis  qu«n'«  Sd. 

B.  King  at  his  I^^qUare.  ,  /   / 

17. 
W.  Queen ^s  knight  at  his  41>iihop1siM.  IT  ./ 

B.  The  bishop  td^es  the  pa^win;  -     IT  / 

1«. 
W.  The  rook  takes 'the  irook.'  ^ 
B.  The  king  takes  ti|e  rook.^   ;  t.  i 

W. 
W.  The  knight  at  .his  Mng}f  fid.      ' 
fi.  The  bishop  at'^vfhltte  raokls  4tl^ 

SO. 
W.  Qneen'iS  Im^o^'s  pawn  1  square,  &G. 

(a)  OwiBg  to  thi«9  the  >  Ua^k  bkhop  catNiot  mo^e 
iR^dumt  CKposiog'tfae  MUfk.  To  wsctUft'hf ^^^  0d  .^e 
knight's  pawn,  or  to  lose  neither  without  a  recompense, 
will  require  the  hU^.  player's  utmost  ^^l.      ,  ^  r        t 

»     i.    .» . 

EXAMPLE 
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EXAMPLE  X. 

Beginning  after  the  Kinih  CcupUi  of  Zxi^Ufi.%  IX* 

COUPLET    10.    , 

yif.  The  bishop  at  the  black  bfsbop'd  Sd. 
B.  King's  knight  at  his  rQpk'«  34* 

W.  The  bishop  at  his  queen's  bishop's  4th. 
B.  The  kni^t  ^\  the  «j^te  kni^t's  Ai^. 

W.  King's  bishop's  pawp  1  square,  (a) 
B.  The  knight  tp^kej^  thje  look's  pawn-    • 

13. 
W.  The  king  at  his  queen's  square,  (b) 
B.  Queen's  knight  at  hja  bishop's  34-  (s) 

(a)  The  white  player  ffiuft  lose  one  of  the  pawns 
without  a  recompotme,  aud  hitd,  be  fiuSjbed  this  to.^ 
taken,  he  would  have  lost  two — because  the  Maig)|t 
would  then  have  attacked  the  king's  pawn  and  rook, 
and  both  could  not  have  been  saved. 

{b)  If  the  king  had  not  removed,  the  black  knight 
wodkf  ha^  taken  ^S^  bithpp's  pawn  an4  given  check ; 
die  consequence  would  hav^.heen,  that  the  rook  as  well 
as  the  pawn,  would  \^^m  bcpip  liQst  ffff  tfafe  i^ere  V^^i^* 
Now  the  knight  cannot  remove  without. eyf^SMPgifij^  o\^ 
rook. 

{cj  0£  |)]S  ^mt>it,  which  I^e  ^ay  not  have  ow^sUf^ 
to  Bnish, '  the  objefl  is,  to  support  the  black  rook  when 
the  other  knight  removes. 

'    il  -  •  W.  Queeiv's 


104  FROOAESftlTX' EXAMPLES. 

.14. 
W.  Queen's  pawn  1  square. 
B.  King's  knight^s  pawn  1  square! 

15.  \ 
W.  Queen's  bishop  at  the  black  king's  knight*^ 

4th,  giving  check. 
B.  The  knight  covers  the  check, 

>  •      •  ■  /    • 

i6,  ■•••••     ;. 

W.  The  bishop  at  the  black  bishop^s  3d. 
B.  The  pawn  takes  the  pawn. 

17. 
W.  The  bishop  takes  the  rook, 
fi.  The  pawn  1  square. 

W.  The  king  at  his  2d  square. 
B.  Queen's  bishop  gives  check. 

W.  The  king  at  his  queen's  2d. 
B.  The  pawn  becomes  a  queen. 

20. 
W.  The  rook  tak^s  the  queen. 
B.  The  knight  takes  the  rook  and  gives  checks 

21. 
W*  The  king  at  his  1  st  square. 
B;  The  king  castles. 

22.  .  ^  _  '/ 

W.  Bishop  at  black  king's  bishop^s  3d,  &c.  ^ 

* 

«.     .  EXAMPLE 


*  • 


-:TBE  SCHOLAft'^SxHAYt;.  I0t5 

EXAMPLE  Xl^ 

Beginning^  tvlk4h€tBust^  after  the  <)thCdupht  of  ExAHT^Lt  IXk 

.*   ' 

COUPLET    10. 

■       ■ 

W,  King's  bishop*?  p^wu  1  sc^uare, 
B.  The  king  at  his  2d  square. 

11. 
W,  The  bishop  at  the  black  king's  bishop's 

4th. 
B.  The  bishop  takes  the  bishop,  (a) 

12. 
W.  The  pawn  takes  the  bishop. 
B.  King's  knight  at  his  rook's  3d.  ^ 

13. 
W.  King's  knight's  pawn  2  squares. 
B.  The  knight  takes  the  1  st  pawn  in  the  king's 
bishop's  file. 

Variation. 
11. 

W.  King's  knight's  pawn  2  squares. 
B.  The  king  at  his  bishop's  3d. 

12. 
W.  The  bishop  at  the  black  bishop's  4th. 
B.  The  bishop  takes  the  bishop  (a),  &c. 

Remarks. 

(a)  Had  the  black  player  suffered  the  white  bishop  to 
take  his  bishopi moving  out  his  knight  in  order  tocapture  him 
with  his  rookf  he  would  be  unable  to  break  the  white  pawns. 

W.  The 


lOf 


pa««jisutire  BKAUPuss. 


14. 
W.  The  pawn  takes  the  kni^t. 

1^  ¥,ve'9  took  j»t  U»  Wi>S9'9  «qi»«ff. 

15. 

W.  Q,ueen*s  pawa  1  square. 
B.  The  rook  takes  the  pawn. 

16,  •  ' 

\y.  King's  rook  at  hii  bishop's  square,  &c.  &c. 


•  r 


.    ; 


^    .♦ 


•  • 


f»         ..      • 


EXAjVJPXfE 


&/. 


I    ..  . 


•       . 


/    ■  •        •      a 


'  '  '     i  '      . 

Megiumtig  qfter  ike  SevetM  tokpUt  of  Examflb  IX. 

'*  '  '   COUPLET  i^l*'   '  •   '•  • 

,       ■     •  I         '  .-  ■  '  ' 

W.  The  knight  at  the.  black  king's  3d  square, 

giving  check, 
B.  iThe  bishop  takes  the  knight 

< 

.4. 

W.  The  queen  takes  the  queen. 

B«  The  king  takes  th^  queen.  .  .     . 

W.  The  bishop  takei^  the  pawn.  ^ 

B.  King^s  rook's  pawn  1  squsure. 

^,  The1)khop  at  the  black  bishop's  4th. 
R  The  bishop  takes  the  bishop. 

is, 

W.  The  pawn  takes  the  bishop, 

B«  The  king's  knight  at  his  rook's  Sd 

13. 
W.  Queen's  pawn  1  square. 
B.  The  knight  takes  the  pawn,  &c.  &c, 

A  better  mode  to  be  pursued  by  the  blacks 
than  any  yet  exhibited,  is  the  following. 


1 . 
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EXAMPLE  XIIL 

Beginning  at' the  Fifth  Couplet  ^  Exampli  VIII. 

COUPLET  5. 

W.  Knight  at  the  black  king's  knight:'s  4th. 
B.  King's  knight  at  his  rook'?  Sd. 

W.  The  bishop  takes  the  pawn,  and  gives 
check. 

B.  The  knight  takes  the  bishop. 

/  •  ^  •    r 

•    '  ■    ■  :  ■  - 

W,  The  knight  takes  the  rook'^  pawn, 
B.  Queen's  knight  at  the  queen's  2d. 

8. 
W.  King's  rook's  pawn  2  squares. 
B.  Queen's    knight    at    the    king'3  bishop's 
square  {a) 

W.  King's  knight's  pawn  1  square, . 
B.  The  rook  takes  the  kniffht. 

10. 
W.  The  queen  at  her  home,  Sec.  &c. 

Remarks.    * 

(a)  The  player  of  the  white  knight,  feeling  his  Jn* 
security,  would  be  glad  to  exchange  hira ;  tj[\Qv^§ovc  had 
this  knight  gone  to  the  bishop*s-  3d  sqpa^re  instead  of  the 
1st,  the  white  one  would  have  taken  him/  The  white 
knight,  by  giving  check,  would  Jiave  afforded  his  queen 
time  to  remove  from  the  rook, 

EXAMPLE 


N.4    ,.J 


Tfi£'49CttOI.AR'8-HATE.  109 

EXAMPLE  XIV. 

Beginning  after  the  Seventh  Couplet  ofExAUVLR  XIIL 

COUPLET   8. 

W.  Queen  at  the  black  king's  knight's  3d^ 
B.  Queen  at  the  white  king's  rook's  4th,  (fl) 

W.  Knight's  pawn  1  square,  (i) 
Be  The  queen  takes  the  knight. 

10. 
W.  The  queen  takes  the  queen,  (c) 
B,  The  rook  takes  the  queen,  &c.  &c; 

Remarks* 

(a)  If,  instead  of  this,  the  black  knight  had  moved* 
as  in  &e  8th  move  of  the  hst  Example,  the  white  knight 
would  have  taken  him. 

(i)  If  the  white  player  had  negle&ed  this  move  to 
take  the  pawn  in  his  queen's  power,  the  black  queen, 
would  have  captured,  in  addition  to  die  tashop's  pawn* 
by  afterwards  successively  checking  die  king,  two  or 
three  other  pawns,  without  ultimately  su£fering  the 
white  knight  to  escape. 

{c)  It  was  not  a  matter  of  indifference  whedier  or  not 
he  exchanged  die  queen  :  if  he  had  not,  he  must  have 
lost  the  king's  pawn  uncompensated* 

GENERAi;. 


*•/{ 


CM 
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GBKERAIi    1IX1CA»KS. 

ON  the  part  of  the  blacks  it  is  to  he  observed, 
that  the  result  of  the  two  last  ways  of  moving, 
though  somethings  nwte  in  their  favour  than 
the  result  of  any  of  the  others^  is  not  so  deci* 
dedly  superior  as  at  the  first  view  it  may 
seem.  The  white  player's  having  preserved 
all  his  pawns  entire  is  a  circumstance  that 
almost  counter-balances  his  disadvantages  ;  for 
to  prevent  one  of  the  three  white  pawns  on  the 
king's  side  from  becoming  a  queen,  the  other 
player  must  exchange  for  them,  at  least  two 
knights  and  the  pawn  opposite :  Suppose  these 
changes  to  have  taken  place,  and  the  dif- 
ference in  favour  of  the  blacks  will  be  very 
inconsiderable* 

With  respeft  to  the  propriety  of  the  retder^s 
opening  the  game  in  this  way,  when  his  having 
the  first  move  puts  it  in  his  power,  we  know 
but  one  case  in  which  there  would  be  any — 
When  there  is  any  reason  to  think,  that,  frosci 
the  antagonist's  estrangement  to  it,  notwith* 
standing  his  having  had  some  pra6t3ce,  the 
triumph  of  beating  him  in  four  moves  might 
be  attained*.     In  such  a  case,  as  there  is  a 


*  If  he  is  inexperienced,  it  will  be  no  triumph. 

probability 


r 
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probability  of  SHatclMiig  a  pieceion  W^  failure, 
and  as  no  decisive  loss  is  to  be  sq>prehended  if 
one  be  dtffMted  cteft  ill  tfeat^  if  csiUndt  be 
very  imprudent  to  try  it.     Another  consider-  . 
ation  which,  in  such  a  case,  lessens  the  im- 
propriety, is,  that  if  you  tncet  ^vith  success, 
either  complete  or  partial,  the  advers^y,  at 
his  turn  of  moving  first,  may  be  induced  to 
adopt  the  same  mode,  which  most  probably, 
from  its  novelty,   will  to  him  be  disastrous^ 
As  soon  as  this  stratagem  ceases  to  profit,   or 
if  it  fails  in  the  first  instance,  it  will  of  course 
be  instin6kively  resigned. 

A  deviation  on  this  plan,  from  the  maxim, 
**  Never  count  on  the  mistakes  of  your  ad- 
'*  versary,  or  a6l  as  if  you  expeded  him  to 
^^  adopt  measures  different  from  those  which 
**  you  would  adopt  in  his  situation,"  is,  per- 
haps^ the  only  kind  of  one  not  very  repre« 
litesible. 


EXAMPLE 


■    '  •EXAMPLE.  XV. 

.1  t  * 

A  STUDY. 

COUl^JLET    U 

W.  KING'S  pawn  2  squares,   (a) 
B.  The  same. 

S. 
W.  King's  bishop  at  the  queen*s  bishop*s  4th. 
B.  Queen's  bishop's  pawn  2  squares,   (ft) 

W.  King's 

Remarks. 

(a)  That  this  move  should  precede  all  the  others,  is 
right  in  theory  as  well  as  in  pra6lice«  We  add  the  foU 
lowing,  which  is  more  definite,  to  the  reasons  dire£^ly 
or  indiredly  already  dropt  for  it.  The  rooks  are  useless 
at  the  beginning  of  thegame, — the  knights,  to  step  out, 
require  no  pawn  to  be  moved,-^-tbe  bisbc^  cannot  ren-» 
der  their  immediate  service  without  an  opening  ;'>-4lie 
advancement  of  the  king's  pawns  2  squares,  which 
leaves  the  king's  bishop  and  queen  at  liberty  to  a£t» 
without  exposing  the  king,  either  in  front  or  obliqueIy» 
is  therefore  dilated  by  propriety,  as  the  preliminary 
movement.  And  there  are  other  reasons,  if  it  would 
not  divide  the  attentionjto  give  them  here. 

(i)  This  move,  in  these  circumstances,  may  now  and 
then  be  used  with  advantage  as  a  change,  instead  of  that 
whicb  places  |he  kind's  bishop  at  the  same  square ;  it 

will. 
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3. 

W.  King's  knight  at  his  bishop's  3d.  f 
B.  Queen-s  knight  at  his  bishop's  3d.  4. 

4. 
W.  Queen's  bishop's  pawn  1  square. 
B.  King's  knight  at  his  bishop's  3d.  f 

5. 
W.  Queen's  pawn  1  square.  | 
B.  Queen's  rook's  pawn  1  square. 

6. 
W.  Queen's  bishop  at  his  king's  3d. 
B.   Queen's  knight's  pawn  2  squares. 

7. 
W.  King's  bishop  at  Queen's  knight's  3d. 
B.  Queen's  bishop's  pawn  1  square. 

8. 
W.  The  pawn  takes  the  pawn. 

B.  Th^  king's  knight  takes  the  pawn. 

W.  The  pawn  takes  the  pawn. 
B.  The  pawn  takes  the  pawn. 

Remarks. 
will,  though  the  adrersary  has  the  first  move>  prevent 
him  from  getting  two  pawns  a-broaart  in  the  centre*-and 
if  he  be  unused  to  it,  ratl>er  ctofinc  and  disconcert  his 
other  operations :  at  the  ^same  time,  your  own  king's 
bishop  will,  in  some  dcpree,  be  cramped  by  it. 

t+  The*  moves,  with  this  mark  (f)  will  be  found  to 
»cnaoe^  with  this  (4.)  to  parry. 

I  W.  Queen 


^ 
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10. 

W.  Queen  at  her  3d  square,  f 

B.  King's  knight  at  the  queen's  3d.  (c) 

11. 
tV.  King's  bishop  at  the  black  queen's  4th.  (d) 

B.  King's  pawn  1  square. 

12. 
W.  Queen  at  her  king's  2d. 
B.  The  pawn  takes  the  knight. 

13. 
Wr  The  queen  takes  the  pa^vn. 
B.  King's  bishop's  pawn  1  square,  (e) 

14. 
W.  King's  bishop  takes  the  knight. 
B.  The  pawn  takes  the  bishop. 

15. 
W.  The  queen  takes  the  pawn,  and  gives  check. 
B.  Queen's  bishop  covers  the  check. 

.-  'v. 
■'» 

Remarks. 

(c)  Saving  himself  and  the  pawn. 

(d)  With  a  view  to  take  the  king's  pawn  with  his 
knight,  which  would  be  secured  from  the  black  knight 
by  the  ambuscade  on.  the  rook ;  and  if  he  be  disappointed 
in  the  way  he  expe£lsi  with  another  view. 

(#)  To  save  the  king  from  check<-mate, 

W.  Queen 
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16. 

W.  Queen  at  ber  king's  bishop's  3d.  (/) 
B.  Queen's  bi$hop  at  his  king's  3d.  f  (g) 

17. 
W.  Queen's  rook's  pawn  1  square.  I  (*) 
B.  Queen's  knight's  pawn  1  square. 

18. 
W.  Queen's  bishop's  pawn  takes  the  pawn. 
B.  Knight  at  the  white  queen's  bishop's  4th.  f 

19. 
W.  Queen  at  the  black  queen's  bishop's  3d, 

giving  check.  J 

B.  The  king  at  his  bishop's  2d. 

Remarks. 

(/)  This  player*s  obje£l  now  will  be  to  promote  the 
pawns  on  his  queen's  side  as  soon  as  he  can. 

(f)  This  player  having  no  pawns  which  he  has 
any  prospect  of  promoting,  at  least  while  those  on  the 
adverse  king's  side  remain  unbroken,  cannot  do  better 
than,  availing  himself  of  his  superiority  in  other  pieces^ 
endeavour  to  snatch  some  of  the  pawns  of  the  adver* 
tary ;  attacking  him  first  on  one  wing,  then  on  the 
other,  and  bringing  two  or  three  pieces  to  bear  upon  one. 

(A)  If  the  knight's  pawn,  with  a  view  to  save  this, 
had  moved  a  square,  the  black  bishop  would  ha Ve  taken 
die  knight's  pawn. 

t  The  moves  with  this  mark,  will  be  found  not  direfily 
to  parry  a  menaced  blow ;  but  merely,  by  making  a  coon* 
ttr  attack)  to  suspend  its  execution. 

W.  Queen's 
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W.  Queen's  bisfac^E^  at  hi^  1  st  square.  ^  (i) 
B.  Kind's  bishop  takes  the  panfn  and  giva» 
check. 

21. 
W.  The  king  cjkstles. 
B.  King's  bishop  at  his  queen's  3d. 

22. 
W.  Queqn  at  her  king's  bishop's  3d. 
B.  Queen  at  her  own  bishop's  2d.  f 

2S. 
W.  King's  knight's  pawn  1  square.  4* 
B.  Queen's  rook  at  the  square  of  the  queen'* 
knight,  t 

24. 
W.  Queen  at  her  king's  2d.  4- 
B.  Queen's  bishop  at  his  queen's  4th» 

W.  Knight  at  his  bishop's  3d  t  (*) 

B.  Queen's  bishop  at  the  queen's  knight's 

2d.  4;(/> 

Rermrh.. 

(i)  To  save  hifnsclf  and  the  knight'iB  pawn. 

(i)  The  pawns  cannot  adva^ice  with  safetjr  atpre«' 
sent.  * 

>  (/)  This  k  harcjly  parrying  an  atsl;^l^»  it  is  r^thq* 
flying  from  it ;  hQwever>  hie  is  oalf  diiven  t^  the  sqiup^ 
to  which  he  was  gambituig.  >     .   : 

W.  Queen's 


▲  STUDT.  117 

W.  Queen's  rook's  pawn  1  square. 
B,  Knight  at  his  king  V  4th  square. 

W.  Knight  at  the  black  queen's  knight's  4th.  f 
B.  Queen  at  the  bishop's  3d.  ^. 

W,  King's  bishop's  pawn  1  square,  (m) 
B.  King's  bishop  gives  check,  (n) 

29. 
W.  The  king  at  his  knight's  2d. 

B.  King's  rook  at  the  king's  square,  (o) 

SO. 
W.  The  bishop  at  his  king*s  3d. 
B.  The  knight  takes  the  pawn. 

Remarks. 

(m)  To  save  the  king  from  check-mate. 

(a)  The  assault  of  the  white  knight  prevented  this 
player  from  executing  the  scheme  that  he  intended;  or 
otherwise,  instead  pf  giving  check  with  his  bishop, 
he  would  have  taken  the  white  king's  bi^op's  pawn 
tvkb  his  knight. 

(«)  When  a  player  has  fewer  pawns,  and  more 
superior  pieces  than  the  adversary,  h«  should  bring  as 
many  of  the  latter  into  play  as  he  can :  if  he  adduce,  on 
the  whqle,  but  one  mpro  piece,  and  carry  on  the  com** 
bination  with  skill,  the  other  must  give  w^y  at  last. 

W.  The 
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31. 

W.  The  rook  takes  the  knight 
B.  The  queen  takes  the  rook. 

W.  The  queen  takes  the  queen. 
B.  The  bishop  takes  the  queen. 

33. 
W.  The  king  takes  the  bishop. 
B.  The  rook  takes  the  bishop  and  gives  check. 

34. 
W.  The  king  at  his  bishop's  4th.  (p) 
B.  Queen's  rook  at  the  king's  square,  (y) 

s^;        • 

W.  The  king  at  his  knight's  4th. 
B.  Queen's  rook  gives  check. 

36. 
W.  The  king  at  his  rook's  3d. 
B.  The  knight's  pawn  2  squares. 

Remarks. 

*        ■  f 

{p)  Of  the  four  squares  whi9h  he  may  go  into,  if  he 
were  not  to  take  one  of  the  two  next 'his  adversary** 
Side,  he  would,  at  the  next  ihove;  lose  either  a  pawn  or 
his  rook.  r 

(f)  The  black  player  has  now  virtually  won:  we 
shall  make  the  rest  of  the  inoves  a$  summary  as  pro- 
priety will  allow. 

^.  The 
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57. 
IV.  The  rook  at  his  queen's  bishop's  square. 
B.  The  knight's  pawn  gives  check. 

38. 
W.  The  king  at  his  knight's  fid. 
B.  The  king's  rook  gives  check. 

39. 

W.  The  king  at  the  bishop's  1st.   (r) 

B.  The  king's  rook  gives  check  at  the  white 

bishop's  fid.  .  , 

40. 

W.  The  king  removes. 

B.  King's  rook  at  the  white  queen^s  bishop  fid, 
discovering  check  from  the  bishop. 

41. 
W.  The  king  removes  either  to  his  right  or  left. 
B.  The  king's  rook  takes  the  rook  and  gives 

check. 

42. 

W.  The  king  repipyes. 

B.  Queen's  f  00k  at  the  ^hite  king's  g4,  gm^S 

check'Pfate. 

^Remarks. 

(r)  If  he  goes  to  his  rook*s  Ist,  theWack  king's  rook 
checks  him  at  his  first  square  j  and  when  the  white  rook 
takes  the  black  king's  rook,  the  black  queen's  rook 
fekes  the  capturcr,  and  repeats  check  ;  the  king  removes, 
%ni  is  check-mated. 

CONCLUSION, 


> 
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Conelufiiton. 

IN  the  former  edition  of  this  work,  the 
author  took  occasion  to  introduce,  with  a 
game  of  Phi li dor,  some  observations  on 
the  critical  situations,  into  which  an  inexpe- 
rienced player  may  get,  from  attempting  that 
master's  mode  of  managing  the  pawns,  on 
account  of  the  address  and  ability  which  a 
successful  pursuit  of  it  requires.  The  diffi- 
culty is,  should  the  adversary  abandon  the 
dire6l  mode  of  opposition  with  his  own  pawns, 
to  guard  against  the  facility  which  he  thereby 
obtains,  of  employing  a  great  number  of  his 
superior  pieces  in  forcing  the  position  of  your 
king.  This  inconvenience  is  to  be  prevented, 
without  relinquishing  the  defence  of  the 
pawns,  or  failing  in  their  .ultimate  promotion, 
but  there  is  danger,  in  pursuing  any  plan  in- 
tensely, of  acquiring  a  manner.  The  judi- 
cious player  will  avail  himself  of  the  masterly 
instr unions  which  Philidor  gives  for  the 
evolutions  of  the  minor  pieces ;  without  re- 
posing on  his  system  on  all  occasions ;  adopt- 
ing or  declining  it,  as  he  finds  it  successful  or 
disastrous  with  different  players ;  and  obstru6l-i 

ing 


CONCLUSIONf>  12F 

Ingj  or  conniving  at  ite  tml  on  himaelf,  as  it 
may  be  in  unison  with  the  general  mode  of  the 
person  who  would  pra6lise  it.  The  models  of 
Cunningham  and  Salvio,  requiring  great, 
stores  of  resource  to  prevent  the  adventurer 
from  suffering  by  enterprise,  will  in  praftice 
be  equally  delicate  to  follow.  The  spirit  of 
these  accomplished  specimens  is  what  you 
should  endeavour  to  seize.  In  opposition  to 
any  projeft,  to  adhere  invariably  to  the  routine 
of  moves  in  the  best  edited  forms  is  ineligible  ; 
for  instance,  if  you  were  to  imitate  exaftly 
the  second  mover  in  the  first  party  of  Phi-  ^ 
xiDOR,  an  inferior  player  might  beat  you  by 
rote.  And  though  the  black  player,  under  the 
condu6t  of  PkiLiDOR,  suffering  the  establish- 
ment of  two  white  pawns  in  the  centre,  pro- 
ceeds on  the  conception,  that  it  could  not  be 
prevented,  without  giving  his  skilful  oppo- 
nent in  some  shape  or  other  an  equivalent  ad-, 
vantage  ;  you  will  sometimes  find  it  profitable 
to  try  the  effeft  of  that  equivalent  advantage, 
where  the  variation  forces  the  adversary  to  the 
resource  of  his  own  talents.  Thus,  while 
with  a  mixture  of  prudence  and  spirit,  you  do 
not  disdain  to  adopt  from  edited  forms  moves 
that  are  suited  to  the  situation ;  the  features 
of  your  play  will  be  imprQ||ed  with  the  cha- 
racter 
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ra^cr  of  your  otvh  powers  ;  and  you  will  guard 
against  a  habit  of  ingrafting  moves  in  a  me- 
chanical series,  as  if  you  wanted  that  prompt- 
ness which  should  conform  itself  to  all  cir^ 
pumstances. 

You  may  play  the  game  of  Hannibal  or 
Fabius.  If  you  have  naturally  a  disposition 
for  enterprise,*  and  are  fertile  in  expedients,  you 
will  do  well  to  cultivate  it,  as  it  will  prevent  an 
adversary  of  slower  parts  from  prosecuting 
those  systematic  plans,  which  he  has  tried  and 
proved.  If,  on  the  contrary,  your  abilities 
are  father  solid  than  splendid,  you  must,  even 
in  those  speculations  into  which  a  player  of 
an  opposite  turn  will  sometimes  draw  you, 
keep  as  near  as  possible  to  the  shore  of  cer- 
tainty, never  launching  into  a  new  track  with 
irantonness,  never  without  deliberation.  But 
whether  your  ingenuity  expatiate,  or  youi: 
judgment,  preponderate,  your  best  guide  will 
be  Experience.  If  you  have  enlisted  both 
these  in  you  accomplishments,  you  Avill  not 
want,  though  you  will  excuse,  the  officious- 
ness  of  advice. 

The  observations  on  points,  respeftiqg  which 
the  pra6lice  is  not  entirely  uniform,  ai:e  post- 
poned to  the  appendix. 
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IT  18  to  be  observed^  that  in  the  Notes,  the 
teader  is  addressed  as  the  player  supposed  to 
move  the  white  pieces,  and  the  player  of  the 
blacks,  an  imaginary  antagonist  of  the  reader, 
is  spoken  of  in  the  third  person,  to  avoid 
equivocation. 

It  is  also  to  be  observed,  that  \vhen  the 
manoeuvre  of  castling  is  performed  in  the  fol* 
lowing  examples,  the  king  stands  on  the  square 
ne.vt  but  one  to  his  own,  and  the  rook  on  the 
square  adfoining  the  king's  original  square  ;-*so 
that  the  place  for  castling  on  t^e  king's  and  on 
the  queen's  side,  is  not,  as  in  the  preceding 
games,  uniform :— *but  the  king  and  rook  stand 
on  the  same,  squares  on  the  king's  side* 
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FIRST  PARTY, 

fTiih  Two  Back  Games;  the  First  beginning  from  the  Tweifthf 
and  the  Second  from  the  Thirty^seventh  Move^  of  the  Biaclh 

1. 

W,  THE  king's  pawn  2  squares. 

B,  The  same. 

2. 

W.  The  king's  bishop  at  his  queen's  bishop's 

4th  square. 

B.  The  same. 

3. 

W.   Queen's  bishop's  pawn  1  square. 

B.  King  s  knight  at  his  bishop's  3d  square. 

4. 

W.  Queen's  pawn  2  squares,  (a) 

B.  The  pawn  takes  the  pawn. 

W.  The 

Notes, 
(a)  This  pawn  U  pushed  two  steps,  for  two  reasons ; 

the 


5. 
W*  The  pawn  takes  the  pawn:  (A) 
B»  The  bishop  at  his  queen's  knight's  3d.   (c) 

6. 
W.  Queen's  knight  at  hia  bishop's  3d  square* 
ft  The  king  castles. 

7. 

W.  King's  knight  at  his  king's  2d*  (J) 
B.  Queen's  bishop^s  pawn  1  square. 

Notes* 

the  first,  to  hinder  the  adversary's  king's  bishop  from 
attacking  your  king's  bishop's  pawn  ;  the  second,  to 
bring  the  strength  of  your  pawns  into  the  centre  of  the 
chess-board. 

(If)  When  you  find  your  game  in  the  present  situa- 
tion, V2Z.  two  pawns  in  a  front  line,  you  must  take 
care  not  to  push  eithe;r  of  them,  before  your  adversary 
proposes  to  change  one  for  the  other:  which  you  will 
then  avoid,  by  pushing  forwards  the  attacked  pawn. 

(r)  If,  insteadof  being  withdrawn,  this  bishop  gives 
check,  you  are  to  cover  the  check  with  the  bishop ;  and^ 
in  case  he  takes  your  bishop,  you  must  take  his  bishop 
with  your  knight,  who  willthen  defend  your  king*s  pawn. 

(d)  Before  the  bishop's  pawn  has  beca  pushed  two 
squares,  avoid  playing  the  knight  at  the  bishop's  3d|f 
when  it  will  answer  the  purpose  to  play  him  any  where 
else  ;  for  the  obstrudlion  which  the  knight  gives  to  the 
motion  of  the  pawn,  is  sometimes  inconvenient  in  its 
consequences. 

W.  King's 
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8. 

W.  King's  bishop  at  his  queen's  Sd.  (e) 
B.  Queen's  pawn  2  squares. 

W.  King's  pawn  1  square. 

B.  King's  knight  at  his  king's  square. 

10. 
W.  Queen's  bishop  at  his  king's  Sd. 
B.  King's  bishop's  pawn  1  square.  (/) 

11. 
W.  The  queen  at  her  2d  square,  (g) 
B*  The  pawn  takes  the  pawn,  (h) 

Notes. 

{e\  The  bishop  retires,  to  avoid  being  attac)ced  by 
the  adversary's  queen's  pawn,  because  that  would  force 
you  to  take  his  pawn  with  yours,  and  separate  your 
pawns, 

{f)  He  plays  this  pawn  to  give  an  opening  to  the 
rook ;  and  this  cannot  be  hindered,  whether  he  or  you 
take. 

{g)  You  should  not  take  the  pawn  which  is  o£Eered 
you,  because  your  king's  pawn  would  then  lose  its  file ; 
whereas,  leaving  yours  to  be  taken,  you  supply  its  place  ^ 
by  the  pawn  of  your  queen,  and  sustain  it  afterwards 
with  your  king's  bishop's  pawn.  These  two  pawns 
unked  will  undoubtedly  win  the  game. 

{h)  He  takes  the  pawn  to  pursue  his  design  of 
giving  an  opening  to  his  rook. 

K  W.  The 
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12. 

W,  The  pawn  takes  the  pawn. 

B.  Queen's  bishop  at  his  king^s.M  aqpiare  (0- 

la 
W.  King's  knight  at  his  king's  bijsJapp't  ^tk  (£) 
B.  The  queeq  at  her  king's  2d  square, 

14. 
W.  Queen's  bisliop  takes  th«  black  bishop.  Q) 
B.  The  pawn  takes  the  bishop^ 

Notes. 

{/)  He  plays  this  bishop  to  add  to  the  sccuritjr  of  hit 
queen's  pawn,  and  to  enab)^  him  to  push  afterw»i^  hjift 
queen's  bishop's  pawn :  you  could,  it  is  true,  oblige  him 
to  double  a  pawn  in  the  knight's  file,  by  taking  his 
king's  bishop  with  your  queen's  bishop,  but  this  would 
make  an  opening  to  his  king's  rook :  besides  a  doubled 
pawn,  when  connefted  with  others,  as  his  would  be,  is' 
by  ho  means  disadvantageous;  however,  the  present 
attitude  of  the  pieces  will  be  the  subjcdl  of  a  back  game, 
making  him  take  your  queen's  bishop  with  that  of  his 
king. 

.  (i)  Your  king's  pawn  being  as  yet  in  no  dagger, 
your  knight  attacks  his  bishop,  in  order  to  take  him,  of 
have  him  removed. 

(/)  It  is  always  dangerous  to  let  the  adversary's  king's 
bishop  command  the  diagonal  of  your  king's  bishop's 
pawn  ;  and  therefore  when  your  queen's  pawn  cannot 
form  a  bar  to  his  a£lion,  it  is  necessary  to  oppose  hini 
with  your  queen's  bishop,  and  to  exchange  him  for  tliat 
piece,  if  you  cannot  procure  him  for  »  smaller. 

W.  The 
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15. 

W,  The  king  castles  with  his  rook,  (m) 
B.  Qu«ea's  k&igbt  at  his  queen's  Sd  8<|uare. 

16. 
W.  Ejng's  knight  takes  the  bishop. 
B.  The  queen  takes  the  knight 

17. 
W,  The  king'is  bishop's  pawn  2  squares. 
R  King's  knight  at  his  queefn's  bishop's  2d 
square. 

W.  The  queen's  rook  at  its  king's  square. 
B.  The  king's  knight's  pawn  1  square  (w) 

19. 
W.  The  king'^  rook's  pawn  1  square,  (o) 

R  The  queen's  pawn  1  square. 

Notes, 

(m)  You  castle  on  that  side,  in  order  to  sustain  anj 
strengtiien  your  king's  bishop's  pawn,  which  you  will 
advance  two  squares  as  soon  as  your  king's  pawn  is 
attacked. 

(»)  He  is  forced  to  push  this  pawn,  to  hinder  you 
from  playing  your  king's  bishop's  pawn  upon  his  queen, 
which  would  give  you  two  pawns  in  a  front  line  upon 
his  field. 

($)  This  pawn  is  played  to  enable  you  to  push  your 
king's  kjpight's  pawn  two  steps. 

W.  The 
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SO. 
W.  The  knight  at  his  king's  4th  square. 
B.  The  king's  rook's  pawn  1  square,  {p) 

21. 
W.  The  queen's  knight's  pa^n  1  square. 
B.  The  1st  of  the  double  parvus  1  square. 

22. 
W.  The  king's  knight's  pawn  2  squares. 
B.  King's  knight  at  his  queen's  4th  square. 

23. 

W.  The  knight   at   his    king's  knight's   3d 

square*  (y) 
B.  King's    knight   at    the  white   king's    3d 

square,  (r) 

Notes. 

l/i)  He  plays  this  pawn  to  hinder  your  knight  enter- 
ing his  game,  and  forcing  his  queen  to  remove,  which 
would  immediately  make  an  opening  for  your  pawns. 

(q)  You  play  this  knight  to  enable  yourself  to  push 
your  king's  bishop's  pawn  next,  which  will  be  then 
supported  l^y  three  pieces,  the  rook,  the  bishop,  and  the 
knight. 

(r)  He  plays  this  knight,  in  order  to  cut  oflF  the  com- 
munication between  your  pieces,  and  break  the  strength 
of  your  pawns;  which  he  would  undoubtedly  do,  by 
pushing  his  king*s  knight's  pawn ;  but  you  prevent  his 
design,  by  sacrificing  your  rook. 

W.  Queen* 8 


r 
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W.  Queen's  rook  takes  the  knight. 
B.  The  pawn  takes  the  rook. 

W.  The  queen  tak^s  the  pawn. 

B.  Queen's  rook  takes  the  rook's  pawn.  ^ 

26. 

W.  The  rook  ?tt  its  king's  square.  (*) 

B.  The  queen  takes  the  queen's  knight^s  pawn. 

27. 
W.  The  queen  at  her  king's  4th  square. 

B.  The  queea  at  her  king's  3d  square,  (j) 

'''"'.       .28. 
W.  King's  bishop's  pawn  1  square. 
B.  The  pawn  takes  the  pawn. 

29. 
W.  The  pawn  takes  the  pawn. 
B.  The  queen  at  her  4th  square.  («/) 

Notes. 

4 

(s)  You  play  the  rook  to  support  your  king's  pawn, 
which  would  bq  left  without  adequate  support,  were  yo.u 
to  push  your  king's  bishop's  pawn. 

(t)  The  queen  returns  to  this  square,  in  order  to 
hinder  the  check-mate,  now  prepared. 

(«)  The  queen  offers  to  be  exchanged  with  the  other 
queen,  in  order  to  break  the  scheme  of  a  check-mate,  by 
the  adverse  bishop  and  queen. 

W.  The 
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W.  The  queen  takes  the  queen. 
B.  The  pawn  takes  the  quedn. 

3L 
W.  The  bishop  takes  the  pawn  in  his  way. 
B.  The  knight  at  his  9d  square. 

32^. 
W.  King's  bishop's  pawn  1  square  (a?) 
B.  Queen's  rook  at  the  white  queen's  knrght^s 
2d  square. 

33.  ; 

W.  The  bishop  at  the  queen's  3d  square. 
B.  The  king  at  his  bishop's  2d  aqu^re.    .    , . 

Notes. 

w 

(x)  You  are  to  observe,  diat  when  your  bishop  nws 
upon  the  white  squares,  you  must  put  your  pawns  upon 
the  black  ones  ;  or,  if  your  bishop  runs  upon  the  black, 
you  must  have  your  pawns  upon  the  white;  by  which 
course  the  bishop  prevents  the  adversary's  pieces  from 
intruding  between  your  pawns.  This  rule  is  hardly  ever 
to  be  dispensed  with,  in  case  you  attack,  and  have  some 
pawns  advanced;  but,  in  case  of  a  defence,  the  rule 
must  be  reversed,  and  the  pawns  set  upon  the  bishop's 
colour. 


W^  tlie^  binhop  at  tlie  black  king's  bishop'fe 
4th  square,  (y) 

a  The  ktiight  at  the  t^^hite  queeft's  bishop'fc 

4th  square. 

35. 
W.  The  knight  at  the  black  king's  rook's  4th 

square, 
B.  King's  rook  gives  check. 

.    '      ^       36. 
W.  The  bishop  cpvers  the  check. 
B.  Knight  at  the  white  queen's  2d  square. 

37. 
W.  King's  pawn  gives  check. 
B/  King  at  his  knight's  3d  square,  {z)  ^^ 

38. 
W.  King's  bishop's  pawn  1  square. 
B.  The  rook  at  his  king's  bishop's  square. 

W.  The  knight  gives  check  at  the  4th  square 

of  his  king's  bishop. 
B.  The  king  at  his  knight's  2d  square. 

Notes. 

(y)  Here  is  an  example  of  the  above  note ;  if  your 
bishop  run  black,  your  adversary's  king  might  insinu- 
ate between  your  two  pawns. 

(z)  As  the  king  may  retire  to  his  bishop's  square,  we 
will  make  it  the  subje<3:  of  a  second  back  game. 

W.  The 
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W.  The  bishop  at  the  black  king's  rook  4th 

square. 
B.  Plays  any  where:   this   white  pushes  to 

queen. 


•    » 


- 


FIRST 


y 


FIRST   PARTY.  13/ 


FIRST  BACK  GAME, 

TO  THE  FIRST  PARTT, 
On  the  Ttffelfth  Move  of  the  Black. 

12. 

W.  The  pawn  takes  the  pawn. 

B.  King's  bishop  takes  the  queen's  bishop^ 

13. 
W.  The  queen  takes  the  bishop. 
B.  Queen's  bii^hop  at  his  king's  3d  square. 

14- 
W.  King's  knight  at  his  king's  bishop's  4th 

square. 
B.  Queen  at  her  king's  2d  square. 

15. 
W.  The  knight  takes  the  bishop. 
B.  The  queen  takes  the  knight. 

16. 
W.  The  king  castles  with  his  rook. 
B.  Queen's  knight  at  his  queen's  2d  square. 

17. 
W.  King's  bishop's  pawn  2  squares. 
B.  King's  knight's  pawn  1  square. 

18. 
W.  King's  rook's  pawn  1  square. 
B.  King's  knight  at  his  2d  square. 

W.  King's 


19. 
W.  King's  knrght's  pawn  S  squares. 
B.  Queen's  bishop's  pawn  1  square. 

W.  The  knight  ut  his  king^  ad  square. 
B.  Queen's  pawn  1  square. 

21; 

•      I. 

W.  The  queen  at  her  2d  square. 

» 

B.  Queen's  knight  at  his  3d  M^ire. 

22. 
W.  The  kn  i^ht  at  his  king's  knight's  $d  squsci-e. 
B.  QteWn's  knight  at  his  queen's  4th  square. 

23; 

^i  Quecfi's  fook'ut  licking's squate.     '     *  ' 
B.  Queen's  knight  at  the  white  kiittg's  3dl 
square.  '  "  -       ~ 

W.  The  rook  takes  the  knisrht        '  ,:.  '    *  t' 


i  I  V 


B.  The  pawn  tak^s  the  rbok. 

W.  The  queen' takes  the  pawn.   -  t   . .. 

B.  The  queen  takefe  the  queen's  took^i  ^tra. 

W.  King's  bishop's  pawn  1  sqtf  ar6. ' 
B.  The  queeil  takes  the  pawn.' 

27. 
W.  King's  bishop's  pawn  1  square. 

B.  The  knight  at  his  king's  square. 

W.  King^s 


W.  King's  knight;^  p^wn  I  sq^^re,  :  .    .    . 
B.  The  queen  at  the  white  quel's  4th  squ^riii 

29. 
W.  The  queen  takes  the  queeo,  ... 

B.  The  pawn  takes  the  queen;. 

9Q..  . ;  ■  /: 

W.  King's  pawn  1  square. 

fi.  The  knig^  at  his  queen's  dd  square. 

m 

W.  The  knight  at  his  king's  4th  square^  " 

B.  The  knight  at  his  king's  bishop's  4th  square. 

32. 
W.  The  rook  takes  the  knight. 
B.  The  pawn  takes  the  rook. 

33. 
W.  The  knight  at  the  black  queen's  3d  square. 
'B.  King's   bishop's  pawn   1  square,   or  any 
move  indifferently^   the  game  being  un- 
avoidably lost. 

34. 
W.  King's  pawn  1  square* 
B.  Rook  at  his  queen's  knight's  square. 

35. 
W.  The  bishop  gives  check. 
B.  The  king  retires,  having  but  one  place. 

W.  The 


L 
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36. 

W.  The  knight  gives  checks 
R  The  king  reniQves. 

37. 
W.  The  knight  at  the  black  queen^s  square^ 

discovering  check: 
B»  The  king  removes  where  he  can. 

•    So* .        «    ' 

W.  King's  paWn  becomes  a  queen,  and  gives 
check-mate.  .   , 


'  '    '  •  t  « 


■       k 


SECOND 
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SECOND  BACK  GAME, 

TO  THE  FIEST  PARTY, 
On  the  Thirty-sevenih  Move  of  the  BladL   ' 

.37. 
W.  King's  pawn  givea  checic 
B.  The  king  at  his  bishop's  square. 

38. 
W.  The  rook  at  the  queen's  rook's  square. 
B,  The  rook  gives  check  at  the  white  quecals 
knight's  square. 

39. 
W.  The  rook  takes  the  rook. 
B.  The  knight  takes  the  rook. 

40. 
W.  The  king  at  his  rook's  2d  square. 
B.  Knight  at  the  white  queen's  bishop^s  3d 
square. 

41. 
W.  Knight  at  his  king's  bishop's  4th  square. 
B.  Knight  at  the  white  king's  4th  squaie. 

42. 
W.  The  knight  takes  the  pawn. 
B<.  Th^  jrook  at  his  king's  knight's  4th  square. 
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t 

43. 
W.  King's  pawn  1  square,  and  gives  check. 
B.  The  king  at  his  bishop's  Sd  square. 

W.  Bishop  gives  check  at  the  black  king's  ^& 

square. 

B.  The  king  takes  the  bishop. 

45. 
W.  King's  pawn  becomes  a  queen^  and  win* 

the  game; 


/ 


SECOND 


I      I     • 

t        i  .  t 


HS 
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^ith  Three  Back  Games  :  the  First  on  the  Tfiirdj  the  Second  on 
the  Eighth^  and  the  last  on  the  Twenty^sixth  Move  of  the  Blackm 

W.  The  king's  pawn  S  squares. 
R  The  same. 

W.  King's  bishop  at  his  queen's  bishop's  4th, 
B.  Queen's  bi&hop's  pawn  1  square. 

3. 

W.  Queen's  pawn  2  squares,   {a) 
B.  The  pawn  takes  the  pawn,  {b) 

4. 

W.  The  queen  takes  the  pawn. 
B.  Queen's  pawn  1  square. 

Kotes. 

{a)  It  is  absolutely  neceflarjf  to  advance  tbis.pawa 
t^o  squares  to  prevent  your  adversary  from  bringing 
his  pawns  into  the  centre  of  the  board  ;  and  this  he  cer- 
tainly could  effeft,  by  pushing  his  queen's  pawn  two 
squares  against  your  bishop,  which  would  give  him  the 
move  and  attack.   - 

{i)  Had  he  pushed  his  queen's'  pawn  two  square? 
instead  of  taking,  it  would  have  materially  altered  the 
game,  so  we  will  make  it  the  subjeft  of  a  back  game. 

W.  King's 
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5. 

W,  King^s  bishop's  pawn  2  squares. 
B.  Queen's  bishop  at  his  king's  3d.  (c) 

6. 
Vf.  King's  bishop  at  his  queen's  3d  square* 
B*  Queen's  pawn  1  square. 

7. 
W.  King's  pawn  I  square. 
B,  Queen's  bishop's  pawn  1  square. 

8. 
W.  The  queen  at  her  king's  bishop's  2d. 
B.  Queen's  knight  at  his  queen's  bishop's  3d.  (rf) 

Notes. 

(c)  He  has  two  reasons  for  playing  diis  bishop :  the 
first  isy  to  push  his  queen's  pawn»  in  order  to  make 
room  for  his  king's  bishop ;  the  second,  to  oppose  it  to 
your  king's  bishop,  and  take  him  from  the  field  in  time, 
according  to  the  rule  prescribed  in  the  first  game. 

{d)  If,  instead  of  getting  out  his  superior  pieces,  by 
playing  his  knight,  he  should  continue  to  advance  his 
pawnsy  he  might  with  ease  be  made  to  lose  the  game. 
It  must  be  observed^  that  one  or  two  pawns,  too  far 
advanced,  may  be  reckoned  as  lost»  except  when  there 
is  an  open  field  for  other  pieces  to  protect  them,  or  when 
the  same  pawns  may  be  sustained  or  supplied  by  others. 
By  a  back  game  it  will  convincingly  appear,  that  two 
pawns  in  a  front  line,  situated  upon  the  chess-board's 
fourth  square,  are  better  than  upon  the  sixth  square. 

W.  Queen's 
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W.  Queen's  bishop^s  pawn  1  square. 
B.  King's  knight's  pawn  i  square. 

10- 
W.  King's  rook  s  pawn  1  square. 
B.  King's  rook's  pawn  2  squares,  (e) 

11. 
W.  King 's  knight's  pawn  1  square.  (/) 
B.  King's  knight  at  his  rook's  3d. 

12. 
W.  King's  knight  at  his  bishop's  3d. 
B.  King's  bishop  at  his  king's  2d. 

13. 
W.  Queen's  rook's  pawn  2  squares. 
B.  King's  knight  at  his  bishop's  4th. 

Notes. 

(e)  He  pushes  this  pawn  two  squares  to  prevent  your 
pawns  falling  upon  his.— Here  observe,  two  equal  bodies 
of  pawns  are  on  the  board  t  you  have  four  to  three  on 
your  king's  side,  and  he  has  four  to  three  on  his  queen's 
side ;  the  player  that  is  able  first  to  separate  his  adver- 
sary's pawns,  on  the  side  where  they  are  most  in  num* 
ber,  will  undoubtedly  win  the  game. 

(/)  This  move  is  material,  by  its  seasonable  antici*^ 
pation,  because  by  pushing  his  king's  rook's  pawn  a 
square,  he  would  have  cut  oflFthe  communication  between 
your  pawns  ;  your  king's  knight's  pawn  being  then 
unable  to  join  that  of  your  bishop,  without  being  cx» 
posed  to  be  taken  by  his  rook's  pawn. 

L  W.  Th« 
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W.  The  king  at  his  bishop's  squaw. 
B.  King's  rook's  pawn  1  square. 

15. 
W.  King's  knight's  pa\m  1  square. 
B.  The  knight  gives  check  to  the  king,  mi 
attacks  the  rook. 

16. 
W-  The  king  at  his  knight's  fid  square. 
B.  The  knight  takes  the  rook. 

17. 
W.  The  king  takes  the  knight  (g) 

B.  The  queen  at  her  2d  square. 

18. 
W.  The  queen  at  her  king's  knight's  square.  (A) 
B.  Queen's  rook's  pawn  2  squares. 

Notes* 

(g)  Though  a  rook  is  commonly  more  valued  than  a 
knight,  yet  your  game  may  be  better  than  his :  because, 
notwithstanding  this  loss,  your  king  is  safe^  and  you  are 
the  better  enabled  to  form  your  attack  on  which  ever 
side  your  adversary  may  chuse  to  castle.. 

(k)  It  is  essential  to  play  your  queen  to  sustain  your 
king's  knight's  pawn»  least  he  should  sacrifice  his  bishop 
for  your  two  pawns,  which  he  certainly  would ;  be* 
cause  all  the  strength  of  your  game  consisting,  in  your 
pawns,  the  breaking  of  them  would  give  him  the  attack, 
and  probably  make  you  lose  the  game* 

W.  Queen's 


J 


W.  Quccn'*%i«hopathi$kiBg;'s3dsqiiire.  (/)' 
B.  Queea's  knight's  pawn  1  isquare. 

20. 
W-  Queen'«  knijght  at  his  rook's  3d  sqvwrt. 
B.  The  king  castles  on  his  queem's  side.  (*) 

21. 
W.  The  king's  bishop  gives  check. 
B*  The  king  at  his  queen's  bishop's  2d  square. 

S2. 
W.  Queen's  knight  at  his  queen's  bishop's  2d 

square.   (/) 
B.  Queen's  rook  at  its  own  square. 

23. 

W.  King's  bishop  at  the  black  queen's  knight's 

4th  square. 

B.  The  queen  at  her  own  square,  (m) 

W.  Queen's 
Notes. 

(/)  In  cxrder  to  engage  yoor  adversary  to  push  his 
queen's  bidiop's  pawn,  which  would  give  you  the  vie*, 
toiy  very  soon,  by  making  an  opening  for  your  knights. 
.  (i)  He  castles  on  that  side  to  avoid  the  strength  of 
your  pawns  upon  his  king,  which  present  a  menacing 
fiottt,  and  are  already  faither  advanced  than  those  on 
the  side  of  your  queen. 

(/)  Had  you  given  him  check  with  this  knight,  you 
wfiii)d  have  entangled  .your  bishop,  and  lost  many 
moves :  it  is  therefore  better  to  go  back. 

{mi  He  brings  back  his  queen  to  her  home,  with  a 

design 


s 

.  24. 
W.  Queen's  knight's  pawn  2  squares. 
B.  The  queen  at  her  king's  bishop's  square* 

25. 
W.  Queen's  knight's  pawn  takes  the  queen's 

bishop's  pawn. 
B.  Queen's  knight's  pawn  takes  the  pawn. 

26. 
W.  King's  knight  at  his  queen's  2d  square,  (n) 
B.  Queen's  bishop's  pawn  1  square,  (o) 

27. 
W,  King's  knight  at  his  bishop's  3d  square.   , 
B.  King's  bishop's  pawn  1  square,   (p) 

28. 
W.  The  bishop  gives  check. 
B.  The  king  at  his  queen's  knight's  2d  squiiare. 

Notes. 

design  to  place  her  next  at  her  king^s  bishop^s  square^ 
to  encrease  the  support  of  his  queen's  bishop's  pawn. 

(n)  With'  a  view  to  pursue  your  attack  on  his  pawn. 

{$)  In  order  to  gain  a  move,  and  to  hinder  your  king's 
knight  from  placing  himself  at  your  queen's  knight's 
third  sqpare  ;  but  as  tlie  twenty-sixth  move  might  have 
hehn  different,  it  will  be  the  subje^  of  a  back  game. 

(/i)  Let  him  now  play  as  be  will,  his  situation  is 
irretrievable  ;  because  your  knights  have  got  a  free  pas* 
sage  into  his  game. 

W-  The 


I 
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W.  The  bishop  takes  the  knight  and  checks. 
B.  The  king  takes  the  bishop. 

W.  King's  knight  gives  check. 

B.  Tlie  king  at  his  queen  s  2d  square,  (^q) 

31. 
W.  King's  bishop's  pa^vn  1  square. 
B.  The  bishop  at  his  king's  knight's  square. 

33. 
W.  The  pawn  gives  check. 
B.  The  king  at  his  own  square. 

S3. 
W.  King's  knight  at  the  black  queen's  knight^s 

4th  square. 
B.  King's  bishop  at  his  queen's  3d  square. 

34. 
W.  The  queen  at  her  4th  square,  (r) 
B.  X»ost  every  where. 

Notes. 

(q)  If  his  king  takes  ybur  queen's  bishop,  you  have 
his  queen  by  a  discovered  check  ;  and  if  he  removes  his 
king  elsewhere,  he  loses  his  queen's  bishop. 

(r)  The  queen  next  takes  the  adversary's  queen's 
pawn,  exposes  every  one  of  his  pieces,  and  wins  the 
gpnic. 

FIRST 


• 


FIRST  BACK  GfAME, 

TO    THE   SECOND    PARTT, 


>    » 
'   .1 .»  i 


'    *  Chi  ihi  Third Mixteo/ikp&adt, 

3. 
W.  The  queen's  pawn  a  squares. 
B.  The  same, 

4. 
W.  King's  pawn  takes  thepa<wii. 
B.  The  pawn  takes  the  pawn. 

5. 
W.  The  bishop  gives  check, 
B.  Queen's  bishop  covers  the  check* 

W.  King's  bishop  takes  therbishopv 
B.  Queer's  knight  takes  the  bishop. 

7-  ■ 
W.  Queen's  pawn  tajtes  l^e  pawn. 
B.  The  knight  takes  the  pawn. 


I     • 


•         « 


W.  The  queen:  at  lier  kii^s  ad  sctuarc^ 
^  The  same,  ,  t 

Si. 

W.  Queen's  knight  at  his  bisliop's  3d  squaw 

Sr  ^  The,  king  castles. 

"W.  Bishop 


^    «.»  i)  ;k    •      » 


10. 

W.  Bisfeop  at  his  king's  bishop's  4th  square. 
B.  C»ieen*s  knigHtat  hik  bishop's  3d  square. 

11. 
W.  The  king  castles. 
B,  The  queen  takes  the  queen. ' 

12. 
W.  King's  knight  takes  the  que^n, 

B^  Q^en's  pa\ni  1  square,        ' 

» 

13. 
W.  Queen's  knight  at  his  king's  4th  square. 
B.  King's  bishop's  pawn  1  square. 

14. 
W.  King's  rook's  pawn  2  squares. 
B.  The  same. 

15. 
W.  King's  rook  at  its  3d  s^quarf^.. 
B.  King's  knight  at  his  rook's  3d  square. 

16. 
W.  The  hishop  take  the  knight. 
B.  The  rook  takes  the  bishop. 

17. 
W.  King's  rook  at  its  queen's  3d  square. 
B.  Queen's  rook  at  its  king's  squa^re. 

18. 
W.  King's  knight  takes  the  pawn. 
B.  The  knight  at  the  adverse  queen's  knight's 
4th  squjire. 

W.  Kiag^ 
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43. 
W.  King's  pawn  I  square,  and  gives  check. 
B.  The  king  at  his  bishop's  Sd  square. 

W.  Bishop  gives  check  at  the  black  king's  SA 

square. 

B.  The  king  takes  the  bishop. 

45. 
W.  King's  pawn  becomes  a  queen^  and  win» 

the  game; 


Z' 


SECOND 


H3 
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'  •  T 


4     1  « 


I    •    4 


IF7/^  7%ree  jBflcA:  Games  :  the  First  on  the  Tfiirdj  the  Second  on 
the  Eighth^  and  the  last  on  the  Twenty^sisUk  Move  of  the  Blackm 

W.  The  king's  pawn  2  squares. 
B,  The  same. 

W.  King's  bishop  at  his  queen's  bishop's  4th, 
B.  Queeu'a  bishop's  pawn  1  square. 

3. 

W.  Queen's  pawn  2  squares,   (a) 
B.  The  pawn  takes  the  pawn.  (Jb) 

4. 

W.  The  queen  takes  the  pawn. 
B.  Queen's  pawn  1  square. 

Notes. 

{a)  It  is  absolotely  neceflary  to  advance  this,  pa wa 
t^o  squares  to  prevent  your  adversary  from  bringing 
his  pawns  into  the  centre  of  the  board  ;  and  this  he  car- 
tainly  could  effeft,  by  pushing  his  queen's  pawn  nvo 
squares  against  your  bishop,  which  would  give  him  the 
move  and  attack.   ~ 

{i)  Had  he  pushed  his  queen's'  pawn  two  square? 
instead  of  taking,  it  would  have  materially  altered  the 
garnet  so  we  will  make  it  the  subjeft  of  a  back  game. 

W.  King's 
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5. 
W*  King^s  bishop's  pawn  2  squares. 
B.  Queen's  bishop  at  his  king's  Sd*  (c) 

6. 
W.  King's  bishop  at  his  queen's  3d  square* 
B»  Queen's  pawn  1  square. 

7. 
W.  King's  pawn  I  square. 
B.  Queen's  bishop's  pawn  1  square. 

8. 
W.  The  queen  at  her  king's  bishop's  2d. 
B.  Queen's  knight  at  his  queen's  bishop's  3d.  (rf) 

Notes. 

{c)  He  has  two  reasons  for  playing  diis  bishop :  the 
first  isy  to  push  his  queen's  pawn»  in  order  to  make 
room  for  his  king's  bishop ;  the  second^  to  oppose  it  to 
your  king's  bishop,  and  take  him  from  the  field  in  time, 
according  to  the  rule  prescribed  in  the  first  game. 

{d)  Ify  instead  of  getting  out  his  superior  pieces,  by 
playing  his  knight,  he  should  continue  to  advance  his 
pawnsy  he  might  with  ease  be  made  to  lose  the  game. 
It  must  be  observed^  that  one  or  two  pawns,  too  far 
advanced,  may  be  reckoned  as  lost,  except  when  there 
IS  an  open  field  for  other  pieces  to  protect  them,  or  when 
the  same  pawns  may  be  sustained  or  supplied  by  others. 
By  a  back  game  it  will  convincingly  appear,  that  two 
pawns  in  a  front  line,  situated  upon  the  chess-board's 
fourth  square,  are  better  than  upon  the  sixth  square. 

W.  Queen's 
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W.  Queen's  bishop^s  pawn  1  Square. 
R  King's  knight's  pawn  i  square. 

W.  King's  rook  s  pawn  1  square. 
B.  King's  rook's  pawn  2  squares,  (e) 

11. 
W.  King's  knight's  pawn  1  square.  (J*) 
B.   King's  knight  at  his  rook's  3d. 

12. 
W.   King's  knight  at  his  bishop's  3d. 
B.   King's  bishop  at  his  king's  2d. 

13. 
W.  Queen's  rook's  pawn  2  squares. 
B,  King's  knight  at  his  bishop's  4th. 

Notes. 

(e)  He  pushes  this  pawn  two  squares  to  prevent  your 
pawns  falling  upon  his. — Here  observe,  two  equal  bodies 
of  pawns  are  on  the  board  :  you  have  four  to  three  on 
your  king's  side,  and  he  has  four  to  three  on  his  queen's 
side ;  the  player  that  is  able  first  to  separate  his  adver- 
sary's pawns,  on  the  side  where  they  are  most  in  num* 
ber,  will  undoubtedly  win  the  game. 

(/)  This  move  is  material,  by  its  seasonable  antici*' 
pation,  because  by  pushing  his  king's  rook's  pawn  a 
square,  he  would  have  cut  oflFthe  communication  between 
your  pawns  ;  your  king's  knight's  pawn  being  then 
unable  to  join  that  of  your  bishop,  without  being  ex* 
posed  to  be  taken  by  his  rook's  pawn. 

L  W.  The 
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W.  The  kiog  at  his  bishop's  square. 
B.  King's  rook's  pawn  1  square. 

W.  King's  knight's  pa\m  1  square. 
B.  The  knight  gives  check  to  the  king,  mA 
attacks  the  rook. 

16. 
W.  The  king  at  his  knight's  fid  square. 
B.  The  knight  takes  the  rook. 

17. 
W.  The  king  takes  the  knight,  (g) 

B.  The  queen  at  her  2d  square. 

18. 
W.  The  queen  at  her  king's  knight's  square.  (A) 
B.  Queen's  rook's  pawn  2  squares. 

Notes* 

(g)  Though  a  rook  is  commonly  more  valued  than  a 
knight,  yet  your  game  may  be  better  than  his :  because, 
notwithstanding  this  loss,  your  king  is  safe^  and  you  are 
the  better  enabled  to  form  your  attack  on  which  ever 
side  your  adversary  may  chuse  to  castle.. 

(k)  It  is  essential  to  play  your  queen  to  sustain  your 
king's  knight's  pawn,  least  he  should  sacrifice  his  bishop 
for  your  two  pawns,  which  he  certainly  would ;  be- 
cause all  the  strength  of  your  game  consisting,  in  your 
pawns,  the  breaking  of  them  would  give  him  the  attack* 
and  probably  make  you  lose  the  game. 

W.  Queen's 


W.  Queen'#%i8hop  at  liis  kind's  3d  ^qmre.  (/)' 
B.  Queen's  knight's  pawn  1  square. 

20. 
W.  Qtieen-s  knijght  at  his  rook's  3d  jsqiwurc. 
B.  The  king  castles  on  his  queer's  side,  {k) 

21. 
W.  The  king's  bishop  gives  check. 
B.  The  king  at  his  queen's  bishop's  2d  square. 

22. 
W.  Queen's  knight  at  his  queen's  bishop's  2d 

square.  (/) 
R  Queen's  rook  at  its  own  square. 

23. 

W.  King's  bishop  at  the  black  queen's  knight's 

4th  square. 

B;  The  queen  at  her  own  square,  {m) 

W.  Queen's 
Notes. 

(i)  In  <n^  to  engage  yoor  adversary  to  push  his  - 
queen's  bish<^'s  pawn,  which  would  give  you  the  vie* 
tory  very  soon,  by  making  an  opening  for  your  knights. 
.{i)  He  castles  on  that  side  to  avoid  the  strength  of 
your  pawns  upon  his  kiagy  which  present  a  menacing 
fixmt,  and  are  already  farther  advanced  than  those  on 
the  side  of  yoor  queen* 

(1)  Had  you  given  him  check  with  this  knight,  you 
would  have  entangled  your  bishop,  and  lost  many 
moves :  it  is  therefore  better  to  go  back. 

(mi  Ht  brings  back  his  queen  to  her  home,  with  a 

desigfi 


.24. 

W.  Qaeen*8  knight's  pawn  S  squares. 

B.  The  queen  at  her  king  s  bishop^s  square* 

25. 
W.  Queen*s  knighf  s  pawn  takes  the  queen's 

bishop's  pawn. 
B.  Queen's  knight's  pawn  takes  the  pawn. 

26. 
W.  King's  knight  at  his  queen's  2d  square,  (») 
B.  Queen's  bishop's  pawn  1  square,  (o) 

27. 
W,  King's  knight  at  his  bishop's  3d  square. 
B.  King's  bishop's  pawn  1  square,  (p) 

88. 
W.  The  bishop  gives  check. 
B.  The  king  at  his  queen's  knight's  2d  squkre. 

Notes. 

design  to  place  her  next  at  her  king^s  bishop's  square^ 
to  cncrease  the  support  of  his  queen's  bishop's  pawn. 
(n)  With  a  view  to  pursue  your  attack  on  his  pawn« 
{$)  In  order  to  gain  a  move,  and  to  hinder  your  king's 
knight  from  placing  himself  at  yidur  queen's  knight^s 
third  square  ;  but  as  the  twenty-sixth  move  might  have 
hthn  different^  it  will  be  the  subject  of  a  back  game. 

(/i)  Let  him  now  play  as  he  willy  his  situation  is 
irretrievable  ;  because  your  knights  have  got  a  free  pas-* 
sage  into  his  game* 

W.  The 
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'W,  The  bishop  takes  the  knight  and  checks. 
B.  The  king  takes  the  bishop. 

30. 
W.  King's  knight  gives  check. 
B.  The  king  at  his  queen  s  3d  square.  (;) 

31. 
W.  King's  bishop's  pawn  1  square. 
B.  The  bishop  at  his  king's  knight's  square. 

33. 
W.  The  pawn  gives  check. 
B.  The  king  at  his  own  square. 

S3.' 
W.  King's  knight  at  the  black  queen's  knight*$ 

4th  square, 
B.  King's  bishop  at  his  queen's  3d  square. 

34. 
W.  The  queen  at  her  4th  square,  (r) 
B.  Lost  every  where. 

Notes, 

(q)  If  his  king  takes  your  queen's  bishop,  you  have 
his  queen  by  a  discovered  check  ;  and  if  he  removes  his. 
king  elsewhere,^  he  loses  his  queen's  bishop. 

(r)  The  queen  next  takes  the  adversary's  queen's 
pawn,  exposes  every  one  of  his  pieces,  and  wins  the 
gime, 

FIRST 
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FIRST  BACK  GAME, 


TO   TH£  SBCOKD   PARTT, 


»  « t     ^ 
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3. 

W.  The  c^ueen's  pawn  a  squares* 
B.  The  same. 

4. 
W.  King's  pawn  takes  the  paiwn. 
B.  The  pawn  takes  the  pawn. 

5. 
W.  The  bishop  gives  check. 
B.  Queen's  bishop  covers  the  check. 

6. 
W.  King's  bishop  takesi  the  r  bishop, 
B.  Queer's  knight  takes  the  bishop. 

7.  ' 
W.  Queen's  pawn  tajces  ik^  pawn. 
B.  The  knight  takes  the  pawn.       .        . 

W.  The  queen  at  Ver  kii^*s  ad  square* 
Si  The  same,  ,  t 

W.  Queen's  knight  at  his  bishop's  3d  squaim 
Br  Thsr  king  castles. 

W.  Bishop 


> .    -  • 


10. 

,  .  .  .  >         . , 

W.  Bisfiop  at  his  feing^^  bishop's  4th  square. 
B.  CRieen's  knigltta:t  his  bishop's  3d  square. 

11. 
W.  The  king  castles. 
B.  Thfe  queen  takes  the  queen.  ^ 

12. 
W.  King's  knight  takes  the  que^n, 
B:  Queen's  paVn  1  square. 

13.    ' 
W.  Queen's  knight  at  his  king's  4th  square. 
B.  King's  bishop's  pawn  1  square. 

14. 
W.  King's  rook's  pawn  2  squares. 
B.  The  same. 

15. 
W.  King's  rook  at  its  3d  squarg. 
B.  King's  knight  at  his  rook's  3d  square. 

16. 
W.  The  bishop  take  the  knight. 
B.  The  rook  takes  tihe  bishop. 

17- 
W.  King's  rook  at  its  queen's  3d  square. 
B.  Queen's  rook  at  its  king's  sqiuire, 

18. 
W.  King's  knight  takes  the  pawn. 
B.  The  knight  at  the  adverse  queen's  knight's 
4th  square. 

W.  Kiag^ 
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19. 
W.  King's  rook  at  its  king-s  3d  square. 
B.  Knight  takes  the  rook's  pawn^  and  give*^ 
check. 

20. 
W.  The  king  at  his  queen's  knight's  square. 
B.  The  knight  retires. 

21.       . 
W.  The  knight  at  once  checks  the  king,  and 
attacks  the  rook,  &c.  &c. 


•■  a 
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SECOND  BACK  GAME, 

TO  THE  SEC0KD  PARTT, 

On  the  Eighih  Mew  of  the  Biaek. 

W,  The  queen  at  her  king's  bishop's  2d* 
B.  Queen's  bishop's  pawn  1  square, 

W'  King's  bishop  at  his  king's  2d. 
B.  The  queen's  pawn  1  square, 

10. 
W.  (Queen's  bishop^s  patm  1  square. 
B.  Queen's  pawn  1  square. 

11. 
W.  King's  bishop  at  his  3d  square. 
B.  Queen's  bishop  at  his  queen's  4th. 

12. 
W.  Queen's  knight's  pawn  1  square. 
B.  Queen's  knight's  pawn  2  squares.. 

13. 
W.  Queen's  rook's  pawn  2  squares. 
B.  Queen's  bishop's  pawn  takes  the  pawn. 

14. 
W.  Queen's  rook's  pawn  takes  the  pawn. 
B.  The  bishop  takes  the  bishop. 

'  W.  King's 


15. 
W.  King's  knight  takes  the  bishopi- 
B.  Queen's  knight  at  his  queen's  2d  square. 

16. 

W.  Queen's  bishop  at  his  king's  3d  square* 

B.  The  rook  at  his  queen's^  knight's  square. 

17. 
W.  Queen's  bishop's  pa^ni  1  square. 

B.  Queen's  knight  at  his  3d  square. 

18. 
W.  Queen's  knight  at  his  queen's  2d. 

B.  King's  bishop  at  the  white  queen's  knight'*^ 

4th. 

W.  The  king  castles,  and*  will  UBdoabtedly' 
win  the  game. 


THIRD 
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THIRD  BACK  GAME* 

TO    THE    SECOND    PAETT, 
Oh  the  Twenty  •sixth  Mem  of  thfi  Blach 

W.  King's  knight  at  his  queen's  2d. 
B.  King's  bishop's  pawn  1  square. 

27. 
W.  King's  knight  at  his  queen's  knight's  3d 

square. 
B.  Queen's  bishop's  pawn  1  square. 

28. 
W.  The  queen's  bishop  gives  check. 
B.  The  king  at  his  queen's  knight's  2d. 

29. 
W.  King's  knight  gives  check  at  the  black 

queen's  bishop's  4th. 
B.  The  bishop  takes  the  knight 

30. 
W.  The  bishop  takes  the  bishop. 
B.  The  queen  at  her  bishop's  square. 

31. 
W.  The  rook  at  the  queen's  knight's  square. 
B,  The  king  at  his  queen's  bishop's  2d  square. 

W.  Queen's 
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32, 

W,  Queen's  bishop  gives  check  at  the  black 

queen's  3d. 
B.  The  king  at  his  queen's  square. 

33, 
W.  The  queen  gives  check  at  the  black  quecn'ia 

knight's  3d. 
B.  The  king  any  wherci  loses  the  game* 


THIRD 


■  J 


% 
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THIRD  PARTY, 

THE    BLACK   PLATEK    MOVING  FISSTJ 

With  Three  Back  Games. 

N-B.  The  tactics  of  this  g$mt  are  Dot  quite  regular  | 
but  the  first  moves  of  the  white  are  very  well  talculate4| 
specially  when  some  odds  are  granted. 

1. 

B.  The  king's  pawn  2  squares. 
W.  The  same. 

B.  King^s  knight  at  his  bishop^s  Sd  square. 
W.  Queen's  pawn  1  square. 

3. 
B.  King's  bishop  at  his  queen's  bishop's  4th» 
W.  King's  bishop's  pawn  2  squares,  {a) 

4. 
B.  Queen's  pawn  I  square. 
W.  Queen's  bishop's  pawn  1  square. 

{a)  It  is  always  advantageous  to  change  your  king^s 
bishop's  pawn  for  the  adversary'^  king's  pawn,  because^ 
by  that  means,  your  king^s  and  queen's  pawns  may 
plaee  diemselves  in  the  centre  of  the  chess*-board ;  be* 
sides,  in  castling  on  the  right  wing,  your  rook  Is  at 
liberty  to  a£l,  at  the  beginning  of  the  game,  as  will  be 
shewn  by  aback  game  on  die  same  play. 

B.  The 
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5. 

B.  The  pawn  takes  the  pawn.  (J) 
W.  The  bishop  takes  the  pawn. 

B.  Queen's  bishop  at  the  white  king's  knighfs 

4th  square. 
W.  King's  knight  at  his  bishop's  Sd  square. 

7. 
B.  Queen's  knight  at  his  queen's  2d  square,  (c) 
W.  Queen's  pawn  1  square. 

-8. 
R  The  bishop  retires. 

W.  King's  bishop  at  his  queen'a  3d  square,  (d) 

B.  The 
NoHs.  I 

{h)  If  your  adversary  should  refuse  taking  your 
bishop's  pawn,  you  are  still  to  leave  it  exposed,  and  not 
move  it  forward  until  he  has  casded ;  when  the  pawns 
of  your  right  wing,  must  form  an  attack  upon  the  pawns 
which  cover  his  king,  as  is  explained  in  a  bade  game 
on  that  move.  You  are»  in  general^  to  decline  shewing 
hastily  whether  you  have  determined  to  push  the  pawns 
on  your  right  or  left  wing  before  your  adversary's  king 
has  castkd,  becaose  he  will  odierways  redre  on  the  s)de 
wherc  your  pawns  are  le^s  advanced,  and  consequendy 
less  aUe  to  hurt  htm. 

{c)  Should  he  take  your  knight  With  his  bishop,  yoti 
must  take  die  bishop  with  your  pawn,  in  order  to  con^ 
centre  yotirptwns.  • 

{d)  This  is  the  best  square  yo«r  king's  bishop  caA 

chuse. 


B.  The  queen  at  her  king's  2d  square. 
W.  The  same. 

10. 

B.  The  king  castles  with  his  rook,  (e) 

W.  Queen's  knight  at  his  queen's  2d  square. 

11. 

B.  King's  knight  at  his  rook's  4th.  (/) 
W.  The  queen  at  her  king'i^  3d  square. 

Notes. 

chusc,  except  the  fourth  of  your  queen's  bishop :  ii^ 
that  place  he  may  be  of  use  in  forming  your  attack  upon 
the  adverse  king's  rook's  pawn,  in  case  he  castles  on 
his  left  fide. 

(e)  If  he  had  castled  on  his  queen's  side,  it  would 
then  have  been  your  game  to  castle  on  your  king's  side, 
in  order  to  assail  him  with  all  the  pawns  on  your  left. 
It  should  be  observed,  that  as  it  is  dangerous  to  attack 
the  adversary  too  soon,  you  should  forbear  engaging  him 
closely,  until  your  pawns  are  previously  sustained  by 
©ne  another,  and  the  supporting  pawns  by  your  supe- 
rior pieces.  The  unsuccessful  result  of  a  premature 
assault  is  exhibited  in  a  back  game. 

{/)  He  plays  the  knight  to  make  room  for  his  king's 
bishop's  pawn,  with  a  design  next  to  advance  it  two 
squares,  to  endeavour  to  break  your  cordon  of  pawns. 

B.  King's 
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12. 

B.  King's  knigl|t  takes  the  bishop,  (g) 
W.  Th)B  queen  takes  the  knight. 


I 

B.  Queen's  bishop  takes  the  knight.  (A) 
W.  The  pawn  takes  the  bishop. 

14. 

B.   King's  bishop's  pawn  2  squares. 

W.  The  queen  at  her  king's  kniglit's  3d, 

15. 

B.  The  pawn  takes  the  pawn. 
W.  The  pawn  takes  the  pawn, 

> 

Notes* 

(f )  If  he  had  pushed  his  king's  bishop's  pawn  two 
squares,  instead  of  taking  your  bishop,  you  should  in 
the  first  place  have  attacked  his  queen  with  your  queen'si 
bisJiop»  and  then  have  pushed  your  king's  rook's  pavm 
upon  his  bishop,  to  force  him  to  take  your  knight ;  then 
his  bishop  must  be  taken  with  your  pawn,  in  order  the 
better  to  support  your  king's  pawn,  and  replace  it  if 
lost. 

(a)  If  he  did  not  take  this  knight,  the  bishop  would 
remain  imprisoned  by  your  pawns  ;  or  his  player  would 
lose  three  moves,  which  would  ruin  his  situation. 

^  B.  King's 


•  ^ 
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B.   King's  rook  alt  his  king's  bishop's  3d.  (i) 
W.  King*s  rook's  pawn  2  squares,  (Ar) 

17. 
B.  Qii&a^s^  rook  at  his  king's  bishop's  square* 
W.  The  img's=  castles  with  his  queen's  rook- 

18. 
B*  Queen's  bishop'spawn  2  squares, 
W.  King^s  pawn  1  square,  (0 . 

K  Queen'ii 

Notes. 

{i)  With  the- design  either  to  attack  and  remove  your 
queen^  or  to  double  it,  if  necestory,  with  the  other 
rook. 

(i)  To  give  room  to  your  queen,  in  case  your  ad- 
versary  attacks  her^wkb  his  king's  ^-qok*  . 
.  {I)  The  refined  ipotives  ^ich  produced  this  move 
inake  it  difficult  to  comprehend  and  explain.  Prepara^ 
tory  to  analysing  Iti  let  itbeoji)served,4;bat. when  you  have 
a  range  of  pawns  extending  diagonallyi  the  pawn  which 
is  the  leader  must  take  hi^  successive  stations  cautiously, 
HOC  protruding  without  necessity  more  than  a  square 
before  tiie  second  in  tl^  range,  so  as  to  want  supports 
One  projeA  of  the  ^versary,  wftft  tQ.forcfe  you  to  com- 
mit your  pawns.  Seeing  your  kiiig's  pawn  out  of  the 
oblique  line  formed  by^  your  other  pawns,  and  unpre-r 
pared  for  any  useful  co-^operation ;  he  proposed,  by 
pushing  his  queen's  bishop's  pawn,  either  to  induct 
your  queen's  pawn  to  advance  a  square^  that  its  pro- 

M  grcss 
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R'  The  pawn  takes  the- p4.vivi  ;^,    i  •       /I 
W.  Queen's pawa  1  9quve>;       ,   i     .» i/I    -   . 

p.  The  bishoi^t  bis  qu6*i!s  bishop**  4i|d.« )   .' 
W.  The  knight^this  kii>g:'54th.  (»i)  .  :  i    . 

B.  King'« 

...  Note9.  ••■.",  ,    .  ' 

grcss  might  be  blocked  by  his  pjivyn,  while  your  king> 
pawn  w^s  le/t  behind,  or  to  cause  your  king's  pawn  to 
move  to  its  support,  one  tfkSt  of  which  would  be,  that 
your  own  pawn  would  shield. 'his  king's  rook's  paivn 
from  the  menacing  action  of  your  bishop.  Both  these 
defigns  you  defeat  ty  impelling  the  king's  pawn  against 
his  rook,  and  it  is  eligible  to  sacrifice  it,  rather  than 
accomplish  his  views.  Should  he  take  your  king's  pawn^ 
a  free  passage  is  obtained  for  (he  pawn  of  your  queen^ 
which  you  are  to^vance  immediately ,^and  sustiain  in  case 
of  need,  with  your  ottiers>  in  ofJer  to  move  it  to  queen,  or 
engage  it  in  some  exertion  that  may  conduce  to  the  game. 
It  is  true  that'his'qxieen'spawn,  passing,  at  the  capture^ 
into  the  king's  fite,  appears  to  have  the  same  advantage 
of  liaving  no  opposition  from  ^your  pawns  to  make  t, 
queen  ;  however  th^re  is  a  diflFerence,  because  his  paW 
being  separated,  and  incapable  c^  support  from  the  othet 
pawns,  wili  Asq  in^  danger;^Ml  aloiig^  its  paissage,  d 
seizure  by  yotfr  piieceisi  This'  move,  as  I  observed  be- 
fore, is^ffficalt'  tO:  comprehend  in  all  its  bearings,  and 
it  requires  a  proficiency  in  play,  to  see  the  propriety  of 

-   (m)  It  was  expe^eht  to  play  this  knight,  to  stop  his 

king's 


r 

SI. 
B.  King's  rook  at  the  adverse  king's  bishop's 

3d  square.  • 

W.  The  queen  at  her  king's  knight's  2d. 

.22.  •   .  '  •   ' 

B.  The  queen.at  her  king's  bishop's  2d.  (n) 
W.  The  knight  at  the  adverse  king's  knight's 
4th. 

23. 
B.  The  queen  gives  check. 
W.  The  king  at  his  queen's  knight's  square. 

24 
B.  The  rook  takes  the  bishop,  (o) 
W.  The  rook  takes  the  rook. 

Notes. 

king's  pawn :  it  concerned  you  the  more  to  stop  this 
pa  WD  9  because  in  its  present  state,  it  blocks  the  passage 
of  its  own  bishop,  and  even  of  its  knight. 

(a)  He  plays  his  queen,  in  order  afterwards  to  give 
check,  but  if,  instead  of  playing  her,  he  had  pushed 
fais  king's  rook's  pawn,  to  hinder  the  attack  of  your 
knight,  you  must  have  pushed  your  queen's  pawn  one 
square,  which  would  have  insured  you  the  game. 

(o)  He  takes  the  bishop  to  save  his  king's  rook's 
pawn ;  besides,  the  bishop  proves  more  incommodious 
to  him  than  all  your  other  pieces,  and  by  this  play  he 
keeps  your  queen's  rook  from  moving,  after  capturing 
your^,  as  it  would  discover  check  to  the  king. 

B.  The 
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35. 
fi.  The  queen  at  her  Idng's  hishop'a  4fih. 
W.  The  queen  at  her  king's  4th.  (jl)  : 

B.  The  queen  takes  the  ^ueen. 
W.  The  knight  takes  the  queen. 

•  .        •  « 

■     27-    ' 
B.  The  rook  at  the  adverse  king's  bishop's  4th. 

W.  The  knight  at  the  adverse  king*s  knight's 
4th. 

■*2r8.     • 

B.  Queen's  bishop's  pawn  1  square. 

W.  Queen's  rook  at  his  king's  knight's  3d. 

^      29. 
B.  The  knight  at  his  queen's  bishop's  4th. 
W.  The  knight  at  the  adverse  king's  3d. 

30. 
B.  The  knight  takes  the  knight. 
W.  The  pawn  takes  the  knight 

Notes. 

{f)  Having  the  advantage  of  a  rook  against^  bishop, 
towards  the  end  of  a  party,  you  will  gain  by  changing 
the  queen.  His  queea  is  troublesome  to  you,  and  might 
rendy  him  effbi^ive  service  could  he  keep  her,  but  as 
you  have  placed  yours,  he  is  forced  to  exchange,  to 
avoid  check-mate. 

B.  The 


31. 


m 


B.  The  rook  at  hh  kiag's  bishop's  3d. 
W.  King's  rook  at  his  queen's  square,  (y) 


32. 


B.  The  rook  takes  the  pawn. 
W.  The  king's  rook  at  the  adverse  queen's  Sd 
<~vins  the  game. 


>.' 


(q)  Yott  must  seite  the  open  files,  to  bring  the  roob 
into  play,  cspeqiaUvJit^^Qllltfclr  end  of  thegunc* 


.'  I.  ., 


\'^^'^^''  '  s     '-''^  «  \:\  ) 


f 


«•    i 


I       r  r\  r^ 


)  ' 


»  •^  •» 


'J  I. 


,        ». 


FIRST 
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FIRST  BACK  GAME, 

TO  THE  THIED  PARTY, 

On  the  Third  Move  of  the  BlacJ^. 


V  •  t  • 


B*  Queen's  pawn  2  squares. 

W.  King's  bishop's  pawii  2  squares. 

* 

B.  Queen's  pawn  t^kes  the  pawn.  ^  , 

W.  King's  bishop's  pawn  takes  the  pawn. 

5. 
B.  King's  knight  at  the  adverse  king's  knightV 

4th  square. 
W.  Queen's  pawn  1  square. 

6. 
B.  King's  bishop's  pawn  2  squares. 
W.  King's  bishop  at  his  queen's  bishop's  4th. 

7. 
B^  Queeii's  bishop's  pawn  2  squares. 
W.  Queen's  bishop's  pawn  1  square. 

8. 
B.  Queen's  knight  at  his  bishop's  Sd. 

W.  King's  knight  at  his  king's  2d. 

9. 
B.  King's  rook's  pawn  2  squares. 

W*  King's  rook's  pHwn  1  square. 

B.  King's 


'^ 


10. 

B.  King's  ^mghi  ktfhis  rook's  3d. ' 

W.-'J^h^kingtastlei  '• 

R  .Qu^en'9  kmg'ht.'at  his  rook'?  4th  square."  , 
W:"  ^fie  bishop' givei  check. 

12. 
E  The  bishBp  <ib#f3  the  check: 
^•*'fiie 'WkMdp  tikh  the  bishop. 

13.  •    ■     ' 

B.  The  queen  takes  the  bishop. 
W.  Queen's  pawn  1  square. 

•■14.'     •  ■    ■ 
B.  Queen's  bishop's  pawh  1  square. 
W.  Queen's  kmight's  pawn  2  squares. 

./  j5_    i  ...    -.  .    .      -  .  ■ 

B.  Queen's  bishop's  pawn  takes  the  pawn, 

passing  by.  * 
W.  Rook's  pawn  tEflces  the  pawn.  •  •  ' 

B.  Queen's 

♦  Takto  the  parni,  passing  by.  To  some  readers  tMs  will 
be  an  enigma,  and  to  them  is  offered  the  solution.  It  was  n 
an  institute  of  Mr.  Philidor,  that  when  a  pawn  has 
yehetrated  to  the  fifth  square,  of  his  own  file^  which  U  tt» 
itvrth  on  the  adversary's  side;  advene  pawns,  oo  adjoin- 
ing  files,  not  having  moved,  forfttttliepiivaegc  of  gomg 
twro  squares ;  and  if  one  of  them  sho«ld  move  two  squares 
the  advanced  pawn  may  -take  him,  placing  himself  as  if  tb© 
captured  pawn  bad  moved  but  one  square.    This  player,. 

celebrated 
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16. 

I 

B.  Queen's  knight's  pawn  1  squarCi 

W.  Queen's  bishop  at  his  king's  3d  squsur^e.    « - 

17- 
R  The  bishop  at  his  king's  j2d.  r      . ; 

W,  King's  knight  at  his  king>  bish<^  $  4th#^ 

18.  '      '      ' 

B.  King's  knight  at  bis  own  square.        :i    " 
W.   King's    knight  at    the  adverse  .^sng^y 
knight's  Sd. 

B.  King's  rook  at  its  2d  square.  j 

W.'  King's  pawn  1  square. 

20. 
B.  Queen  at  her  knight's  2d  i^quarjs. 
W.  Queen's  pawn  1  square. 

W.  King's  rook  takes  the  p^wii* 

22. 
B.  The  king  castles. 

W.  King's  rook  takes  the  adverse   queen's 
knight. 

celebrated  fox  his  skill,  was  very  anxious  to  have  tliis  nik, 
and  the  mode  of  ei^forcing  it,  received  into  general  practice  | 
but  notvnthstandiQg  thei  dazzle  of  fak  example,  there  seems* 
in  it9  principle,  aw  unnecessary  deviation  from  system^  into 
caprice  and  irregularity*  In  the  appendi^r,  its  claims  to  be 
a  permanent  Institute  of  Chess,  are  analysed. 

B*  The 
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fiS. 
B.  The  patm  takes  the  rook. 
W.  Queen's  rook  takes  the  pawn* 

B..  Queen's  rook's  pawn  1  square. 
W.  The  rook  gives  check, 

B,  The  king  retires. 

W.  The  rook  at  the  adverse  queen^s  bishop^  Jd. 

26. 
B.  The  queen  at  her  knight's  4th. 
W.  The  queen's  knight  at  his  rook's  ddr 

27. 
B.  The  queen  at  her  king's  bishop's  4tb# 

W.  The  queen's  knight  at  ]b)s  bii^hop'f  4tlv 

28.. 
B.  The  queen  takps  ihp  knight,  npt  knowing 

an  efFedive  resource  for  her  kin^« 
W.  The  bishop  gives  check. 

2d- 
B.  The  king  retires. 

V.  The  knight  gives  check-mate. 


SECOND 
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SECOND  PACK  GAMfi, 

TO  THE  THIBD  PARTY. 


On.Oh  Fiflh'M^ve  r>f  ikt'BlbcitJ  ^ 


1     A     <       J     #    J     ...        -    '   .  y       '    « 

5. 


•  *   ^ 


) . ;  >  ! 


I  •      ■.  I 


.  t        .   *  ( 


!    .: 


.B.  The  king  castles. 

^'^  ,^j»S>l^>#j)'s  pawn  i  scjuare* 

P.  Queen's  panirn  i  iS.q«2fi"e» . ' 

B.  Queen'sf  paAVTi  takes  the  pa^fir* 

W.  ^ueea-s  pawn  takes  the  pawn.    .      ^      f 

R^CiueehVr6ok''s  pawii  2  squared. 
W.  King'*' knight's  pawns  sqtiares. 

B.  The  queen  at  her  3d  square. 

W.  The  king's  knight's  pawn  1  square. ,  : . 

10. 
B.  King's  knight  at  his  king's  square. 
W.  King's  bishop  at  his  queen's  bishop's  4th. 

11. 
B.  Queen's  bishop's  pawn  1  square. 
W.  The  queen  at  the  adverse  king's  rook's  4th. 

B.  Queen's 
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I    < 


12. 
B.  Queen's  knight's  pawn  2  ?quarcs» 
W.  King's  knight's  pawn  1  square. 

B.  King's  rook's  pawn  1  square 

W,  The  bishop  takes  the  king's  bishop's  pawn* 

14. 
B.  The  king  at  his  rook^s  square.      '   • 

W.  The  queen^s  bishop  takes  the  kind's  rooWs 
pawn.  .  ^ 

15.      '■■,■  -'     ^  •'•    «  -- 
B.  King's  knight  at  his  bishop's  3d.         ^^ 
W.  The  queen  at  her  king's  rook's  4th  square- 
—commands  the  event  of  the  game. 


'  r    . 


THIRD 
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THIRD  BACK  GAME, 

TO  TH£  THlRrD  PARTY, 

Qn  the  Tenth  Move  of  the  Black. 


■  >  1  «  •      I 


10. 
B.  The  king  castles  with  the  qucea'a  roofc 
W%'  The'kirtg  castles  with  his  rook. 

11. 
B.  King's  rook's  pawn  1  square. 
W,  Queen's  knight  a;t  his  quecii's  Sd  $quare. 

12. 
B.  King's  knight's  pawn  2  squares* 
W.  Queen's  bishop  at  his  king's  3d  square. 

13. 
B.  Queen's  rook  at  his  king's  knight's  square. 
W.  Queen's  knight's  pawn  2  squares. 

14. 
B.  King's  rook's  pawn  1  square. 
W.  Queen's  rook's  pawn  2  squares. 

15. 
B.  The  bishop  takes  the  knight. 
W.  The  queen  takes  the  bishop, 

16. 
B.  King's  knight's  pawn  1  square. 
W.  The  queen  at  her  king's  2d  square. 

B.  Queen's 


f 
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17. 
B.  Queen's  bishop^s  pawn  1  square..  ^ 

W*  Queen's  rook's  pawn  1  square* 

18- 
B.  The  bishop  at  his  queen's  bishop's  SSd« 
W.  Queen's  bishop's  pawn  1  squ»^« 

B«  King's  rook's  pawn  1  square. 

W.  King's  rook  at  his  queen's  knight's  squarei 

B    King's  rook  at  his  4th  square.  ' 

W.  Queen's  bishop's  pawn  1  square. 

21. 
B,  Queen's  pawn  1  square, 
W.  King's  pawn  1  square. 

B.  King's  knight  at  his  king's  square* 
W.  Queen's  knight's  pa^vn  1  square. 

23. 
B.  The  pawn  takes  the  pawn* 
W.  The  king's  rook  takes  the  pawn. 

24. 
B.  Queen's  rook's  pawn  1  square. 
W.  King's  rook  at  his  queen's  knight's  4th. 

25. 
B.  King's  bishop's  pawn  1  square. 
W.  King's  bishop  takes  the  queen's  rook's 

pawn. 

B.  The 


r 
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« 

B.  The  pawn  takes  the  bishop. 

Mr*  The  queen  takes  the  pawn  and  gives  o}ieck» 

,27- 
B.  The  king  retires. 
W.  The  queen  gives  check, 

88.  '         - 

B.  The  knight  covers  the  check.       *  ^ 

W.  Queen's  rook's  pawn  1  square. 

B.  The  king  at  his  qtieen's  2d  square,  r" 

W.  The  queen  takes  the  queen's  pawn  and 

gives  check. 

30. 
B.  The  king  retires. 
W.  The  queen's  yook's  pawn  1  square — has  so 

evidently  the  game  by  various  modes^  that- 

it  is  unnecessary  to  proceed.  • 


«  -^ 


FOURTH 


17$ 


FOURTH  PAflm!^,  '  ', 

*  .  .   '    • 

•     .  V  tit  •  1  '•  .      •     • 

WITH   TWO    BACK   GAMES, 

The  First  9n  the  Ftfih^  and  the  other  on  the  Sixth  Mouu 

,       ••       .     •  .      .    f 

K 

B.  King's  pawn  2  squares.  1 

W.  The  same, 

SL  » 

B.  Quetti*s  bishop's  pawn  1  square,  {a) 

W*  Queen's  pawn  2  squares.  ' 

.♦ 

B«  The  pawn  takes  the  pawn.    . 
W.  The  queen  takes  the  pawn. 

B.  Queen's  pawn  1  square,  (ft) 

W.  King's  bishop's  pawn  2  squares. 

». 

Notes. 

\a)  111  play  of  the  adversary  in  thene  circumstances  ; 
because  by  pushing  your  queen's  pawn  two  squares^ 
you  regain  the  advantage  of  the  move. 
*  {V)  If»  instead  of  moving  the  pawn  here,  he  had 
moved  the  king's  knight  to  the  king's  second  square, 
you  should  have  pusheil  your  king's  pawn  an  additional 
square;  sustatQfn|^  it  afterwards  with  your  king's  WshopV 
pawn. 

••'  '  B.  King's 


176  PHILIDOR^S  OWN  GAMES. 

5. 

B-  King's  bishop's  pawn  2  squares,  (c) 
W.  King's  pawn  1  square,  (d) 

B.  Queen's  pawn  1  square,  (e) 

W.  The  queen  at  her  king's  bishop's  2d* 

Notes. 

(c)  If,  instead  of  poshing  this  pawn,  he  had  moyed 
his  queen's  bishop  to  the  king's  third,  you  most  have 
moved  your  king's  bishop  to  the  queen's  third,  and  then 
the  situation  of  the  game  would  have  been  exaAly  as  it 
is  at  the  sixth  move  of  the  Second  Party :  but  if  he  had 
attacked  your  queen  with  his  queen's  bishop's  pa^vn,  he 
would  have  played  very  ill,  because  his  qucfeh's  pawn 
would  have  been  left  behind.     Vide  note  (/)   pa.  161* 

(d)  It  is  policy  to  dedine  changing  your  king's  pawn 
for  your  adversary's  king's  bishop's  pawn,  or  your 
queen's  pawn  for  his  queen's  bishop's  pawn ;  on  ac- 
count of  the  paramount  utility  of  the  royal  pawns ; 
occupying  the  centre,  they  preclude  the  adversary  from 
^e  most  advantageous  posts. 

(f)  If,  instead  of  pushing  his  queen's  pawn,  he  had 
taken  your  king's,  you  should  have  taken  his  queen  | 
his  pawn  would  have  been  in  your  po^er  afterwards; 
and  by  preventing  him  from  castling,  you  would  have 
kept  the  attack  in  your  hands ;  but  as  he  could  seat  hi» 
que^  at  her  bishop's  second  square,  that  alternative 
is  traced  through  a  second  back  game* 

B.  Queen's 
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7. 

B.  Quee&'s  bishop  at  his  king's  3d. 
W.  King's  knight  at  his  bishop's  Sd. 

8. 
B.  Queen's  knight  at;  his.cLuecn's  2d. 
W.  King's  knight  at  his  queen's  4th. 

B.   King's  bishop  at  his  queen's  bishop's  4th. 
Ay.  Queen's  bishop's  pa'Vfn  1  square. 

'  10. 

B.  The  queen. at  her  knight's  3d. 
W.  Queen's  bishop  at  his  king's  3d. 

11. 
B.  King's  bishop  takes  the  knight. 
W.  The  pawn  takes  the  bishop.  {J) 

12.        ' 
B.  King's  knight  at  his  king's  2d. 
W.  King's  bishop  at  his  queen's  3d. 

13. 
fi.  The  king  castles  with  his  rook:  : '.  , 
W.  King's  rook's  pawn  1  square. 

Notes, 

(/)  When  you  have  two  bodies  of  pawns,  with  an 
interval  between^  and  an  opportunity  of  transferring  ft 
pawn  from  one  body  to  another,  by  exchange ;  the 
pawn  should  pass  to  the  larger  diviaioni  to  concentre 

them*  ' 

N  B.  The 


N 


V 
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14. 
B.  The  queen  at  her  bishop's  2d  square,  {g) 
W.  King^  knight's  pawn  2  squares. 

15. 
B.  King's  knight's  pawn  J  square. 
W.  The  same.  (A) 

16. 
B.  Queen's  knight's  pawn  1  square. 
W.  Queen's  knight  at  his  bishop's  3d  square. 

17. 
B.  Queen's  bishop's  pawn  1  square. 
W.  The  king  castles  with  his  queen's  rook,  (i) 

Notes. 

(g)  Having  no  ohjed^  for  the  power  of  his  queen  as 
she  stood,  he  removes  her  to  make  room  for  his  pawns^ 
w^ith  an  intent  to  push  them  upon  you. 

{A)  The  pushing  of  this  pawn,  it  is  confessed^  ob-> 
stru£ts  the  gam6»  by  lessening  the  facility  of  exchang- 
ing ;  but  the  power  to  niake  an  opening  with  your  king's 
rook*s  pawn,  is  still  reserved,  and  it  will  be  expedient 
to  use  it,  as  soon  ^s  your  pieces  are  ready  to  form  and 
sustain  the  attack. 

(f)  You  castle  on  your  queen's  side  to' acquire  more 
freedom  in  attacking  on  your  right.  If,  instead  of  cas^ 
tling,  you  had  taken  the  pawn  exposed,  the  result  would 
have  united  in  the  centre  the  adversary's  pawns,  and 
impeded  the  operation  of  your  pieces. 

B.  The 


] 
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18. 

B.  The  pivm  takes  the  pawn. 
W.  The  bishop  takes  the  pawn. 

IP. 
B.  Queen's  knight  at  his  queen's  bishop's  4th; 

W.  King'3  rook's  pawn  1  square.   (Ar) 

£0. 
B.  The  knight  takes  the  bishop. 
W«  The  rook  takes  the  knight 

21. 
B.  The  bishop  at  his  .king's  bishop's  2d.  (/) 
W.  King's  rook's  pawn  1  square. 

22. 
B.  Queen's  knight's  pawn  1  square,  (m) 
W.  Queen's  rook  at  his  king's  rook's  dd  squai*e. 

23. 
B.  Queen's  knight's  pawn  1  square. 
W.  King's  pawn  1  square. 

Notes. 

'{i)  Had  you  taken  the  knight  with  your  queen's 
bishop;  you  had  fallen  into  the  error,  above  deprecated/ 
ofnniting  in  the  centre  the  adversary's  pawns. 

(/)  He  plays  this  bishop  to  fill  the  place  of  his  king's 
knight's  pawn,  in  case  it  be  taken. 

(m)  He  plays  this  pawn  to  attack  the  knight  that 
covers  your  king,  having  no  move  that  is  obviously 
better ;  for  by  taking  your  pawn  he  would  be  equally 
lubjefi:  to  lose  the  game. 

B.  The 
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B.  The  bishop  at  hts  khig^s  square,  (n) 
W.  Eang's  rook's  pawn  takes  the  pawib 

25. 
B.  The  bishop  takes  the  pawn, 
W.  The  rook  takes  the  rook's  pawii. 

26. 
B.  The  bishop  takes  the  rook. 
W.  The  king's  rook  takes  the  bishop. 

B.  The.  king  takes  the  rook. 
W.  The  queen  gives  check  at  her  king -s  r^ok'i 
4th  square, 

28. 
B:  The  king  at  his  knight's  square. 
W.  The  queen  gives  check-mate,  (o) 


f^  r 


Notes. 


(n)  If  he  takes  the  pawn  with  his  bishop,  he  equally 
loses  the  game. 

(o)  It  would  appear,  thatil'  you  can  succeed  i^  pfxaU 
ing  round  the  retreat  of  the  adverse  king  two  or  tfalee 
pawns,  making  an  approach,  for  your  powerful  pieces^ 
by  an  exchange,  the  utmost  address  of  the  adversary, 
after  permitting  this,  cannot  accomplish  the  king's 
safetys 
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FIRST  fiACK  GAME, 

TO  THE  FOUHTH  PARTY, 
4)n  ike  fiflk  Move  ^  iU  Shcjt. 

r  • 

5. 
B.  Queen's  bishop's  paxtm  1  squaie. 
W.  King's  bishdp  gitie's  check. 

I      6. "'  "  i 

B.  The  bishop  covers  the  check. 
W.  The  bishc^  takes  4rhe  bidhop. 

B.  The  queen  takes  tb^  bishop. 

W.  laie  queen  ill  WiSi^Uara:  .      [ 

B.   Queen's  knight  at  J\is  bishop's  3d  square. 
W.  Qiieea'srbtdhop'is  p»sm  2  aqutoes.     .  i    .  i 

'•©•■     •    '   t.     ,  ' 

B.  Queen's  knight    Jrt.  the    white   queeen's 

knight's  4th. 
W.  The  queen.at  her  king's  JUL  ^ 

la 
B.  King's  bish<:)p  at  his  king's  "dii. 
W.  Queen's  khight  at  his  bi«bQp's  3d. 

Ih 
B.  King's  bi$h<^  at  his  3d  square. 
W.  Queen's  k&ight  at  tl:)e  black  queen's  4th^ 

B.  The 
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V 

I 

IS. 

I 

B.  The  queen's  knight  tabes' the  knight 
W.  The  king's  pawn  takes  the  knight. 

13. 
B.  The  knight  at  his  king's  3d  square. 
W.  King's  knight  at  his  bishop's  3d  square. 

U. 
B.  'The  king  castles  with  his  rook.  ; 

W.  The  queen  at  her  3d  square. 

./"     •■    15. 
B.  King's  rook  &t  his  king's  square* 
W.  The  king  at  his  bishop's  2d  square. 

16. 
B.  The  knight  at  his  king's  biiAop*s  4tlu 
W.  King's  rook's  pawn  2  squares. 

17.  '     '     '^ 

B.  The  knight  at  the  white  queen's  4th., 

W.  Queen's  bishop  at  his  king's  3d  square. 

18. 
B.  The  knight  takes  the  knight 

W,  The  king  takes  the  knight. 

B.  The  bishop  takes  the  queen's  knight's  pawn. 
W.  The  queen's-  rook  attacks  the  bishop. 

B,  The  bishop  retires  to  his  3d  square. 
W.  King's  knight's  pawn  2  squares. 

B.  King's 
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21. 

R.    King's  knight's  pmwn  1  square* 
W.  The  same. 

22. 
B.  The  bii^hop  at  his  king's  knight  2d  square. 
W.  King's  rook's  pawn  1  square. 

23. 
B.  King's  rook  at  his  king's  Sd  square. 
W.  King's  rook  at  his  4th  square.   ■ 

24. 
B.  Queen's  rook  at  his  king's  square. 
W.  The  bishop  at  his  queen's  2d  square. 

25. 
B.  King's  rook  at  the  white .  king's  4th;. 
W.  The  rook's  pawn  takes  the  pawn. 

26. 
B.  The  rook's  pawn  takes  the  pawn. 
W.  Queen's  rook  at  his  king's  rook's  square. 

27, 
B.  The  queen's  knight's  pawn  2  squares. 
W.  The  bishop  at  his  queen's  bishop's  3d. 

28. 
B.  The  rook  gives  check. 
W.  The  king  at  his  bishop's  2d  square. 

29- 
B.  The  rook  takeii  the  queen. 
W.  The  king's  rook  gives  check. 

B.  The 
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30. 
B.  The  bishop  ta^es  the  rook. 
W.  The  rook  takes  the  bishop  and  gives  checks 
mate. 


VARIATION  BY  THE  EDITOR. 

To  the  State  previous  to  the  astlji  Move, 
return  the  Pieces. 

The  black  king  to  his  knight's  square. 
The  black  bishop  to  the  same  knight's  2d 

square. 
Tbe  black  rook  to  the  white  ktng^s  4tk  .  . 
The  white  queen  to  her  own  Sd. 
The  white  rooki^  one  to  the  1st,  and  one 

to  the  4th  square  of  their  kiiig's  roolc. 

28. 
B.  The  bishop  takes  the  bishop,  {a) 
W.  The  queen  takes  the  bishop. 

Notes. 

(a)  When  the  Icing  is  impeded  'i>y  his  own  pieces,  it 
is.  termed  a  sm^thered-mate.  As  die  mate  in  the  back 
game  was  partly  smothered,  the  obje£b  of  this  variation 
is  to  prevent  a  repetition  of  that^  by  timely  remoK^  and 
exchanges.  -    . 

B.  The 


29. 
B.  The  king's  rook  gives  phedk. 

W.  The  queeuit^es  die  roisk. 

30. 

B.  The  rfi^  miffifk  Hhfi  qufm. 

W.  The  kipg  take&;tb^  roplc.     *      . 

31. 
B.  The  kittg  at  bi$  bi^liop's  square. 
W.  King's  rook  at  the  black  king's  rQok'4 
square,  giving  check. 

.32. 
B.  Th^  king  at  his  2d  square. 
W.  Queen's  rook  at  his  king's  square. 

•     •      93.  .    •  .      . 

B.  The  qu^en^at  her  king's  bishop's  4th.  (i) 
W.  The  king  at  liis  bishop's  3d,  discovering 
check. 

34. 
B.  The  king  at  his  queen's  Sd. 
W.  King's  rook  at  the  black  king's  square. 

35. 
B.  The  king  at  his  queen's  bishop's  2d. 
W.  Queen's  rook  at  the  black  king's  2d,  giving 
check. 

« 

Notes. 

(b)  She  opens  for  her  king  the  only  passage  by  which 
he  can  escape, 

B.  The 
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36. 


B.  The  king  at  his  queen's  "knight's  $d.     . 
W.  The  king's  rook  gives  check. 

B.  The  king  at  his  queen's  rook's  4th. 

W.  The  rook  takes  the  paim,  and  checkil. 

38 

B.  The  king  at  his  queen's  rook's  3di 

W.  Queen's  rook  at  his  king's  3d- 

39. 

B.  Were  the  black  queen  to  resign  herself  for 
the  rook,  the  present  impending  check- 
mate would  be  averted  in  one  obvious  way; 
but  that  would  leave  the  whites  an  effe6live 
preponderance;  she  therefore  makes  it  a 
draw  game,  by  perpetual  check. 


SECOND" 
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SECOND  BACK  GAME, 

TO    THE    FOURTH    PARTY, 
On  ike  Sixih  Move  of  the  Bltiek. 

•  •  < 

6. 
B.  The  queen  at  her  bishop's  2d  square. 
W,  King's  bishop  at  his  queen's  bishop's  4th, 

7. 
B.  The  queen's  pa^i^n  takes  the  pawn, 
W.  The  pfawn  takes  the  pawn. 

B.  Queen's  bishop's  pawn  1  square, 
W.  The  queen  at  the  black  queen's  4tK 

9. 
B.   Queen's  knight  at  his  bishop's  3d. 

W.  King's  knight  at  his  bishop's  3d. 

10. 

B.  Queen's    knight    at    the    white    queen*9 

knight's  4th. 

W.  The  queen  at  her  own  square. 

U.  I 

B.  Queen's  rook's  pawn  1  squiire. 
W.  Queen's  rook's  pawn  2  squares. 

12. 
B.  King's  knight  at  his  king's  2d  square. 
W.  The  king  castles. 

B.  King's 


.? 
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13. 

B.  King's. kxugl^'spawu  1  square. 
W.  Queen's  bishop  at  the  black  king's  knight's 
4th. 

14, 
B.  King's  bishop  at  his  knight's  Sd. 
W.  Queen's  bishop  at  the  black  king's  bishop's 
3d. 

15. 
B.  King's  knight  at  his  own  square. 
W.  The  queen's  bishop  takes  the  bishop. 

16. 
B.  The  queen  takes  the  bishop. 
W.  King's  knight  at  the  black  king's  knightls 
4th; 

17. 
]g.  King's  knight  at  his  rook's  3d. 
W.  Queen's  knight  at  his  bishop's  dd. 

18. 
B.  Queen's  knight  at  his  bishop's  Sd.  , 

W.  The  queen  at  the  black  queen's  4th. 

19. 
B.  Queen's  knight  at  his  king's  Sd. 
W.  Queen  at  the  black  queen's  3d. 

20. 
B.  Queen's  bishop  at  his  queen's  Sd. 
W. ,  The  king's  pawn  1  square. 

.     .  B.  Queen*s 
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* 

21. 
B.  Queen's  ^fthop  at  hk  Al  M}uaie. 
W.  Queen's  rook  at  his  queen's  square. 

fifif.  '• 
B.  King's  knight  at  the  white  king's  knight's 

4th. 
W.  The  queen   gives  check  at  ti^e  bladi 
queen  VS4 

S3. 
B.  The  bishop  takes  the  queen. 
W.  The  paMm  takes  thi   bishop  arid  gives 
check. 

24. 
B.  The  king  at  his  queen's  square. 
W.  The  knight    gives   check-mate  at   the 
adverse  king's  3d. 


•  f' 
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FIRST  GAMBIT, 

WITH  skV£N  BACK  games; 

Tflpo  on  the  F&urih  Move^  One  on  the-Rftk^  One  on  the  Sixth^ 
Two  on  the  Seventh,  the  last  on  the  Eighth. 


•       7. 


1. 

4. 

W.  The  king's  ps^wu  S  squaresL 

B.  The  same. 

2. 

W.  King's  bishop's  pawn  2  squares^ 
B.  The  king's  pawn  takes  the  pawn. 

3. 
W.  King's  knight  at  his  Bishop's  3d. 
B.  King's  knight's  pawn  2  squares. 

4. 
W.  King's  bishop  at  his  queen's  bishop's  4th  (a) 
B.  King's  bishop  at  his  knight's  2d.  (A) 

Notes. 

(a)  Instead  of  that  move,  you  might  have  pushed 
your  king's  rook's  pawn  two  squares.  This  will  be  the 
subject  of  a  back  game. 

(b)  Instead  of  playing  this  bishop^  he  might  have 
moved  his  king's  knight's  pawn  one  square.  A  subject 
for  another  back  game. 

.  .;  .        '  W.  King's' 


r 


I 


k 


W.  Kitig's  rook's  pawn  3 'qfiMtrd&'(tr) 

B.  King's  rook's  pawn  1  squatci.  (4/)  43JI '    '^ 

6. 
W.  The  queen^s  pawn  2  squares. 
B.  The  queen's  pawn  1  square,  (e)  jT;^ 

Notes. 

(c)  By  playing  this  pawn  you  force  him  to  .defeti4 
his  king's  knight's  pawn  with  that  of  his  rook;  by 
drawing  out  his  rook's  pawtVy  you  keep  his  king's  knight 
confined;  nor  can  he  &en  sally  without  exposing  his 
pawns  to  be  taken. 

(d)  He  had  two  other  ways  of  playing;  he  might 
push  his  king's  bishop's  pawn  a  square,  in  which  case 
you  sacrifice  your  knight,  in  order  afterwards  to  give 
check  with  your  queen,  ^ich  insures  you  the  game; 
or,  he  might  push  his  king's  knight's  pawn  a  square 
opon  your  knight.  The  latter  is  made  the  subfect  of  a 
child  back  game. 

(/ )  If,  insiead,  he  had  advanced  his  queen's  b^hop's 
pawn  a  square,  you  nmst  have  played  that  of  your  king, 
in  order  afterwards  to  take  his  queen's  pawn  in  passings 
in  case  he  was  to  push  it  two  moves,  with  a  design  to 
obstniet  your,  skiag's  bishop«  Another  sidsgeft  for  a 
back  game. 

N.  B*  Yott  are  td  observe,  that  in  the  attack  of  Gambits, 
the  king's  bishop  is  the  best  superior  piece,  and  ike  kiffg's 
pawn  the  b«Bt  pawn. 

W.  Queenr\ 
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W.  Qu^eii's  bisbop'ii  pawn  Xtx^zvt^jrJ^   . 
B.  Queen Vbisfaop's  jiaim  1  squalt!.  (jT)  ^ 

a 

W.  The  queen  ^jt  her  king's  34  square^ 
B.  Queen's    bishop    ait   the    adverse    king's 
knight's  4th.    (g)  dp^ 

9i 

W.  King's  knight's  pawn  I  square.  (A) 
B.  The  king's  pawn  tak^s  the  pawn. 

Notts.    ' 

if)  If,  instead  of  moring  tiUs.pawsy  be  had  played 
his  queen's  bishop  either  to  his  king's  thihd  aqliare^  or  19 
y6ur  king's  knight's  fourth  sqisabcv  he  might  hs<v<  bten 
made  to  lose  two  diffisrent  ways.  Both  e)cperimetits  arc 
traced  to  their  consequences,  in  twa  back  gameSy 
beginnings  at  this  seventh  mote.. 

ig)  He  may  now  without  danger  play  his  Ittshc^^oa 
Ihis  square,  a»your  queen  can  no  more  double  with  your 
king's  bishop  by  attacking  two  of  his  pawns;  but  i^ 
instead  of  moving  this  bishop  so,  be  had  moved  hani  to 
bis  kingV  third  square,  he  wouM  have  k>st  die  game« 
The  result  of  such  play  is  seen  'na  the  last  back  game. 
(  {h)  It  18  very  material  in  tbe  attack  of  Gambits^  not 
to  spare  your  pawns  on  the  king's  side,  and  even  to 
sacrifice  them  all,  if  it  be  requisite,  though  merely  for 
tb^  sake,  of  the  adversary's  king's  pawn,  because  that 
pawn  hinders  your  que«i's  bishop  from  coming  iato 
play,  and  co-operating  with  the  jHeces  that  foim  your 
attack.  . 

W.  The 


10, 
W.  The  King's  ropk's  pawn  taljps  tbejpeujvn. 
B.  The  rook's  pawn  t^^es  the  pawn.  '  .1 

11. 
W.  The  rook  takes  tjhe  rook. 
B.  The  bishop  takes  the  rook.  .i^ 

IS. 

W.  The    queen  •$  '  bishop    takes    the   king's 
knight's  pawn.   *  .  • 

B.  The  king's  bishop  at  his  3d  square,  (i) 

13. 
W.  The  bishop  takes  t5iq  bishop. 
B.  The  queen  takes  the-bishop. 

W,  The  queen's  knight  at  his  queen's.  Sd. 
B.  The  same. 

•  •'■'■''■"•■  15. 

W.  The  king  ;castles.  ... 

Bi  The  same. 

16. 
W.  The  rook  at  hiiyking*i3  knight's  square. 
B,  The  queen  at  the- adverse  king's  bishop's 
4th. 

N'otes.  '  '   * 

(/)  If,  instead  of  exposing  this  bishop,  he  had  taken 
yours  with  his  queen^  or  Wd  taken  yoKr  knigbc  wi^h  his 
queen's  .bishop^  he  wi}iild  have  lo^t  th^  game. 

O  W.  The 
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^     17. 
W.  The  queen  at  her  king's  knight's  2d 
B,  King's  bishop's  pawii  2  squares. 

18. 
W.  The  queen  takes  the  pa\irn. 
B.  The  queen  takes  the  queen. 

W.  The  rook  takes  the  queen. 
B.  The  pawn  takes  the  pawn. 

20. 
W.  The  king's  bishop  takes  the  knight« 
B.  The  queen's  bishop  takes  the  knight* 

21. 
W.  The  queen's  knight  takes  the  bishop* 
B,  The  pawn  takes  the  knight 

22. 
W.  The  bishop  at  the  adverse  king's  bishops  Sd. 
B.  The  rook  at  his  king's  bishop*s  square. 

23. 
W.  The  rook  takes  the  pawn. 
B.  The  king  at  his  queen's  bishop's  2d. 

24.  . 
W.  The  king  at  his  queen's  2i  (A) 
B.  Queen's  bishop's  pawn  1  square. 

W.  The 
Notes. 

{k)  If  you  had  pushed  your  queen's  bishop's  pawn, 
you  would  have  lost  die^amej  because  your  advcrsaiy 

bf. 
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25. 

W.  The  bishop  at  the  adverse  king's  rook's 

4th, 
B*  The  rook  takes  the  rook. 

W.  The  bishop  takes  the  rook.  (/) 

Notes. 

by  pushing  his  queen's  bishop's  pawn,  would  have  forced 
you  to  remove  your  queen's  pawn,  to  take  it,  and  have 
afterwards  attacked  at  once  your  rook  and  your  bishop 
"with  bis  knight. 

(I)  From  the  manner  in  which  the  two  parties  are 
balanced,  as  to  position,  and  the  number  of  pieces,  it 
lis  evident  that  i(  is  become^  a  draw  game,  unless  some 
v€ry  gi«at  error  is  committed.  This  game  shews*  that 
a  Gainbit  equally  well  attacked  and  defended,  will  not  be 
decisive  on  either  side ;  it  is  true  that  he  who  gives  the 
pawn  has  the  pleasure  of  uniformly  attacking,  and  a 
prospedl  of  virinning,  which  would  be  realized,  if  he 
on  the  defensive  did  not  maintain  the  most  undeviacing 
good  play  for  the  £rst  ten  or  twelve  moves* 
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STRICTURE  BY  THE  EDITOR. 

AT  the  17th  move,  there  is  an  oversight  in 
each  player,  one  giving,  and  one  overlooking 
a  material  advantage.  Tliough  one  white 
knight,  at  the  first  view,  se^ms  proteftcid  by 
the  other,  the  king's  knight  is  exposed  to  tJic 
bishop,  on  account  of  the  ambuscaded  ac- 
tion of  the  queen  upon  the  king*  Were  the 
bishop  to  take,  as  Tie  should,  a  train  of  in- 
volved movements  might  arise.  The  plain 
course,  suggested  by  the  position,  would,  be 
best  for  the  white  player,  titiougb  it  leave  the 
rival  party  the  majority  of  a  knight 


^K 
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JIRST  BACK  GAME, 

TO    T^IK    FIRST    GAMBIT, 
On  the  Fourth  Move  of  the  JVhite* 

4. 
W.  The  king's  rook's  pawn  2  squares. 
B.  The  king's  knight's  pawn  1  square. 

5. 
W.  The  king's,  knight  at  the  adversary's  king's 

4th. 
•fi,  Tha  king's  rook's  pawn  2  squares. 

6. 
W.  The  kingis  bishop  at  his  queen's  bishop  s 

4th. 
B.  The  king^fe  rook  at  its  2d  square. 

'7. 
W.  The  queen's  pawn  2  squares. 
B.  The  queen's'  pawn  1  square. 

8. 
W.  The  queen's  knight  at  his  queen's  3d. 
B.  The  queen  at  her  king's  2d  square. 

W.  The   queen's   knight  at  his    bishop's  3d» 
B.  The  king's  knight  at  his  bishop's  3d. 

10.. 
W.  The  queen  at  her  king's  2d. 
B.  The  king's  pawn  1  square. 

W.  Tlie 
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11. 

I 

W.  The  king^s  knight  s  pawn  takes  the  pawn. 
B.  The  king's  knight's  pa^vn  takes  the  pawn. 

12. 
W.  The  queen  takes  the  pawn. 
B.  The  queen's  bishop  at  the  adverse  king's 
knight's  4th. 

13. 
W.  The  queen  at  her  king's  3d  square. 
B.  The  king's  bishop  at  his  rook's  3d. 

14. 
W,  The  king's  knight  at  his  king's  bishopls 

4th. 
B.  The  queen's  bishop^s  pawn  1  square* 

15. 
W.  The  queen's  bishop  at  his  queen's  2d. 
B.  The  king's  bishop  takes  the  knight. 

16. 
W.  The  queen  takes  the  bishop. 
B.  The  queen's  pawn  1  square. 

17. 
W.  The  king's  bishop  at  his  queen's  3d. 
B.  The  king's  knight  takes  the  king's  pawn. 

18. 
W.  The  knight  or  the  bishop'^takes  the  knight. 
B.  The  king's  bishop's  pawn  2  squares. 


SECOND 
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SECOND  BACK  GAME, 

TO  THE  FIRST  GAMBIT^ 

On  the  Fourih  Move  of  the  Black. 

« 

4. 
W.  King's  bishop  at  his  queen's  bishop's  ^ih- 
B.  King's  knight's  pawn  1  square. 

5, 

W,  Kind's  knight  at  the  adversary's  king^s  4th. 
J8.  The  queen  gives  check. 

6. 

W.  The  king  at  his  bishop's  square. 
R  King's  knight  at  his  rook's  3d. 

7. 
W.  Queen's  pawn  S  squares. 
B.  Queen's  pawn  1  square. 

8. 
W.  King's  knight  at  his  queen's  3d. 
B.  King's  pawn  1  square. 

W.  King's  knight's  pawn  1  square. 
B.  The  queen  gives  check. 

10. 
\l(.  The  king  at  his  bishop's  2d. 
B.  The  queen  gives  check. 

W.  The 
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11. 

W.  The  kitig  at:  his  Sd'squate. 

B.  King's  knight  at  his  own  square, 

12. 
W.   King's  knight  at  his  king's  bishop's  4th. 
B.  King's  bishop  at  his  rook  3d. 

13, 
W.  King's  bishop  at  his  own  square,  attacking^ 

the  queen. 
B.  The  queen  takes  the  rook. 

14. 
W.  The  king's  bishop  gives  check,  and  tlie 
queen  is  lost. 


■O'**'^— ^•^i*^>B4W**> 


THIRD 
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f 

THIRD  BACK  GAME, 

to  THE  FIRST  GAMBIT, 
On  the  Fifth  Mope  of  the  Black. 

5. 

W.  King's  rook's  pawn  2  squares. 
B.  King's  knight's  pavrn  1  square* 

W.  King's    knight    at    the    adverse    king's 
"  knight's  4th. 
B.  King's  knight  at  his  rook's  3(L 

7. 
W.  Queen's  pawn  2  squares. 
B.  King's  bishop's  pawn  1  square. 

8. 
W.  The  queen's  bishop  takes  the  gambit  pawn. 
B.  Queen's  pawn  1  square. 

9. 
W.  Queen's  bishop's  pawn  1  square. 

B.  The  pawn  takes  the  knight. 

10. 
W.  The  rook's  pawn  takes  the  pawn. 
B-   King's  knight  at  his  own  square. 

11- 
W.  The  queen  at  her  knight's  3d. 
B.  The  queen  at  her  king's  2d. 

W.  Queen's 
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12. 
W.  Queen *s  knight  at  his  queen's  2d. 
B.  The  queen  at  her  queen's  bishop's  square. 

13. 
W.  The  krag  castles  with  his  rook; 
B.  Loses  the  game. 


«■■■■ 


On  a  review  of  the  board  where  the  gambit 
ceased^  the  white  pieces  appear  very  judici- 
ously placed. 


t'OURTH 
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JFOURTH  BACK  GAME, 

TO  THE  FIRST  OAUHIT, 
Off  HU  Smh  Mpw  tf  thM  Biaek» 

6. 

W.  Queen's  pawn  2  squares 

B.  Queen's  bishop's  pawn  1  square. 

7. 
W.  King's  pawn  1  square. 
B.  Queen's  knight's  pawn  2  squares. 

8. 
W.  King's  bishop  at  his  queen's  knight's  3d. 
B.  Queen's  rook's  pawn  2  squares. 

9. 
W.  Queen's  rook's  pawn  2  squares. 
B.  Queen's  knight's  pawn  1  square. 

10. 
W.  Queen's  knight  at  his  queen's  2d. 
B.  Queen's  bishop  at  his  rook's  3d. 

11. 

W.  The  queen's   knight  at  his    king's  4th 

square. 

B.  The  queen  at  her  knigljit's  3d  square,  or 

any  where.* 

W.  The 

*  Philidor  surrenders  the  position  of  the  blacks  as 

desperate ; 
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^  12. 
W.  The  knight  givis  check  ^at  ^'tlfe  adverse 

queen's  3d  square.  ^  i 

• 

desperate;  batJt  wMiM  s^ipeftr,  that  if  th«\|ueen  wait  to 
move  to  moie  advantage,  the  king's  bishop  resuming  hi» 
square;  after  the  exchange  of  the  bishop  for  the  knight, 
if  the  white  knight  chase  to  checHi  they  would  be  foiti* 
fied  at  every  point. 


FIFTH 


f 


FIFTH  BACK  iGATHE, 

TO  THE  FIRS*  rQAW^IT,' 
On  4hs  Seventh  Move  tjf  m  Miask^ 

W.  Queen's  Wshop's  pswH  I  )sl|UEve« 
B    Queen's    bkbop   at  the    adrerse    kirig^s 
knight's  4th, 

W.  The  queen  at  her  knight's  3d  square. 
B.  Queen's  bishop  at  his  king's  rook's  4th, 

9. 
W.  The  king's  rook'is  pawn  takes  the  pawn, 
B.  The  pawn  takes  the  pawn, 

10. 
W.  The  rook  takes  the  bishop. 
B.  Tlie  rook  takes  the  rook- 

11. 
W.  The  king's  bishop  takes  the  pawn,  giving 
check  to  the  king  and. rook;  wins  the  latter 
powerful  piece^  and  consequently  the  game- 


«     4         «•      •  •  .    '        •       J  . 


SIXTH 


I  ' 
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SIXTH  BACK  GAME, 

TO  THE  FIRST  GAMBIT. 
On  the  Seoeidh  Move  of  tho  Siack* 

7. 
W.  Queen's  bishop's  pawn  1  square. 
B.  Queen's  bishop  at  his  king's  Sd  square. 

8. 
W.  The  bishop  takes  the  bishop. 
B.  The  pawn  takes  the  bishop*    > 

9. 
W.  The  queen  at  her  knight's  3d. 
B.  The  queen  at  her  bishop's  square,  to  defend 
the  2  pawns. 

'     10. 
W*  The  rook's  pawn  takes  the  pawn. 
B.  The  rook's  pawn  takes  the  pawn* 

11. 
W.  The  rook  takes  the  rook. 
B*  The  bishop  takes  the  rook;  ' 

12. 
W.  The  king's  knight  takes  the  pawn. 
B.  The  king  at  his  2d  square. 

13. 
W.  The  queen's  bishop  takes  the  pawn. 
B.  The  queen^s  knight  at  his  bishop's  3d. 

W.  Queen's 
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14. 

W.  Queea's  knight  at  his  queen's  2d, 
B.  Queen's  rack's  pawn  2  squares. 

15. 
W.  The  king  castles. 
B.  Queen's  knight's  pawn  2  squares. 

16. 
W.  The  rook  at  his  king's  rook's  square. 
B.  The  king's  knight  at  his  bishop's  3d. 

17. 
W.  The  rook  takes  the  bishop. 
B.  The  queen  takes  the  rook. 

18. 
W.  The  queen  takes  the  king's  pawn  and  gives , 

check. 
B.  The  king  retires  where   h^  pleases,    the 
game  is  lost. 


VARIATION  on  the  I6th  Move. 

Return  the  black  king's  knight  to  his  square, 
^e  black  queen  to  her  bishop's  first,  the  black 
bishop  to  his  rook's  square,  the  black  pawn  to 
his  king's  third,  the  white  queen  to  her 
knight's  third,  the  white  rook  to  its  king'« 
rook's  square — and  the  resources  of  the  black 

player 
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player  will  be  foun^  not  exhausted.  As 
SciPio  .saved  Kom^b  by  attacki%g  Car- 
thage; so  a  qountQjr  stroke  iu  Ches^^  i/aoftei^ 
the  best  defence. 

Instead  of  regarding  the  assault  ,o^  tlwj 
white  rook  on  the  bishop,  which  is ..  to  4raMr 
the  black  queen,  by  an  exchange,  from  the 
square  where  she  supports  the  kipg's  j^wn ; 

at  the    countermove,    let    the  blax^k  player 

» 

assail  the  white  queen  with  his  rook's  pawn ; 
when  he  has  obliged  her  to  qilit  a  ^qnai e  ^froiti 
which  she  has  an  aspect  on  his  .king's  pa\vii> 
he  may  protect  his  bishop,  by  moving  his 
knight,  and  the  party  will  not  b^  circum- 
vented, as  a  necessary  consequence  of  the 
preceding  moves.  The  white  queen  may  not 
retire,  but  persevere  in  taking  the  king's 
pawn,  though  defeated  in  her  design  of  re- 
moving the.  rival  queen ;  the  traia  of  changes 
to  which  this  will  lead,  Avill  leave  the  white 
party  a  majority  of  two  pp.wns,  .added  .to  the 
difference  between  a  kni^-ht  and  a  bishop ; 
as  one  of  the  pawns  will  stand  alone,  and  the 
black  pieces  will  be  well  disposed  for  ma- , 
noeuvring,  this  superiority  cannot  be  con- 
.  sidered  decisive. 


SEVENTH 
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SEVfiNttt  "BACK  GAME, 

to  THE  FIRStrf  GAMBIT, 
On  the  Eighth  Move  of  the  Black* 

8. 

W.  The  qtreen  at  her  kiil^'s  2d. 
B.  Queen's  bishop  at  hh  King's  3<t 

9. 
W.  The  bishop  takes  the  bishop. 

B.  The  pawn  takes  the  bishop. 

10. 
W.  The  king's  pawn  1  move. 
B.  The  pawn  take^the  pawn* 

11. 
W.  The  pa>ra  takes  the  pawn. 
B.  Queen's  knight  at  hts  queen's  2d. 

13. 
W.  King's  knight's  pawn  1  square. 
B.  The  same. 

13. 
W.  The  knight's  pawn  takes  the  pawn. 
The  pawn  takes  the  knight. 


B.  The  pawn 

14. 

W.  The  queen  takes  the  pawn. 

B.  The  queen  at  her  king-s  2d, 

P 


W.  Queen's 


1 
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15. 
W.  Queen's  knight  at  bis  queen's  3d. 
B.  The  king  castles. 

16. 
W.  Queen's  knight's  pawn  2  squares. 
B.  King's  rook's  pawn  1  square. 

17.        ,    ^ 
W.  Queen's  knight- at  his  king's  4th. 
B.  Queen's  knight  at  his  3d  square. 

18. 
W.  The  bishop  at  hb  king's  3d. 
B.  King's  knight  at  his  rook's  3d. 

W.  The  bishop  at  the  adverse  queen's  bishop *s 

4th. 
B.  The  queen  at  her  bishop's  2d. 

20. 
W.  Queen's  rook's  pawn  2  squares* 
B.  The  king's  bishop  at  his  own  square 

21. 
W.  Queen's  rook's  pawn  1  square. 
B.  The  bishop  takes  the  bishop. 

22. 
W.  The  pawti  takes  the  bishop. 
B.  Queen's  knight  at  his  queen's  2d. 

23. 
W.  The  knight  gives  check. 
B.   The  kins:  retires. 


D 


W.  Quaeu's 
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24. 
W.  Queen's  rook  at  its  knight's  own  square. 
B.  The  queen's  knight  takes  the  pawn. 

25. 
•W.  The  knight  takes  the  queen's  knight^s 

pawn. 
B.  The  knight  takes  the  knight. 

26. 
W.  Queen's  rook's  pawn  1  sqiiare. 
B.  The  king  at  his  queen's  rook's  square. 

27. 
W.  The  rook  takes  the  knight. 

B.  The  queen  at  her  bishop's  1st  square. 

28. 
W.  The  king's  rook  at  its  2d. square. 
B.  The  queen's  rook  at  i^s  queen's  ^d  square. 

'    Q9. 
W.  The  king's  rook  at  its  queep'^  knight's  24 

square. 
B.  The  king's  rook  at  its  2d  square. 

30. 
W.  The  queen    takes    the   adverse    queen's 
bishop's  pawn,  and  wins  the  game. 


The  science  of  Philidob   has    kept  the 
balance  critically  suspended  to  the  last 

.  .  SECOND 


Hi 


SECOND  GAMBIT, 

WITH  FIVE  BACK  GAMES: 

The  Firft  on  the  Jhird  MofCf  the  JSbc<md  mA  Third  en  i^ 
Fourth^  the  Fourth  on  the  Ninths  and  the  Fifth  on  the  Ekventb 

Jf4ove  of  the  Blaek» 

« 

1. 

W.  The  king's  ^im  a  squares. 
B. ,  The  same. 

2. 
W.  King's  bishof^'s  pawn  2  squares. 
B*  The  pawn  takes  the  pawn. 

3. 
W.  King's  bishop  at  his  queen's  bishop's  4th% 
B.  The  queen  gives  check  (»)  ^^ 

4. 
W;  The  king  at  his  bishop's  square. 
B,  King's  knight's  pawn  2  squares,  (i)  .^ 

Notes. 

{a)  A  better  way  of  ptaying  U  ;ihis  move,  *  would,  ht 
to  advance  your  king's  bishop's  ,pawn  two  jsquiiteS  \  as 
you  will  see  by  a  back  game. 

{i)  There  are  iwo  other  way$  of  playing  in  this 

place;  the  one,  playing  the  king's  bishop  to  the  queen's 

biabop's  fourth  squaJre ;  the  other,   poshing  ihe  pkvrn 

of  the  queen  a  square;  which  will  make  th&  sabjefl  of 

two  back  games. 

W.  King's 


^. 
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5. 
W.  King's  knight  at  his  bishop's  3^; 
B.  The  queen  at  her  king's  rook's  4th.  (c) 

6. 
W.  Queen's  pawn  2  squares. 
B,  Queen's  pawn  1  square. 

7- 

W.  Queen's  bishop's  pawn  1  square,   (d)  Jt^ 
B.  Queen's    bishop    at   the    adverse  king's 
knight's  4th. 

Notes^ 

(f)  He  might  liave  removed  his  queen  to  dne  of*. two 
other  squares,  but  this  is  the  best ;  for  had  he  made  her 
retire  to  your  king's  knight's  fourth,  you  might  have 
taken  his  king's  bishop's  pawn,  by  first  attacking  her^ 
and  then  giving  check,  and  perhaps  afterwards  have 
forced  bis  queen ;  and  if  he  had  carried  her  to  his  king's 
rook's  third  square,  ypo  could  have  attacked  his  king's 
bishop's  pawn  with  your  king's  knigbt»  which  would 
entirely  have  decided  the  game  in  your  favour. 

{d)  It  18  essential  in  the  gambits  to  play  this  pawn» 
that  you  may  afterwards  be  able  to  place  your  queen  at 
her  knight's  third  square,  by  so  doing  you  strengthen 
your  position  and  perplex  your  adversary,  especially  if 
he  has  played  his  queen's  bishop,  without  attacking 
one  of  your  pieces.  See,  respecting  this,  the  fifth  and 
sixth  back  games  of  the  first  gambit. 

W.  The 
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8. 
W.  The  king  at  his  bishop's  2d. 
B.  King's  knight  at  his  bishop's  3d.  (e)./:^ 

W.  The  queen  at  her  king's  2d- 

B.  Queen's  knight  at  his  queen's  2d. 

10. 
W.  King's  rook's  pawn  2  squares. 
B.  The  bishop  takes  the  knight. 

11- 
W.  The  queen  takes  the  bishop. 

B.  The  queen  takes  the  queen.  (/)cp$ 

12. 

W.  The  king  takes  the  queen,   (g) 

B.  The  pawn  gives  check. 

Notes. 

(e)  If,  instead,  he  take  your  king's  knight,  with  hi^ 
bishop ;  a  third  back  game  will  shew  you  how  to  a6l. 

(/)  If,  instead  of  taking  your  queen,  he  had  given 
check,  a  fourth  back  game  will  shew  you  the  course  to 
make  him  lose  the  game. 

(g)  I  have  given  it  as  a  general  rule,  always  tp  unite 
your  pawns,  and  bring  them  into  the  centre,  Here  is, 
however,  an  exception  for  two  reasons ;  first,  if  you 
take  with  your  king  you  gain  a  pawn,  your  adversary 
not  being  able  to  prevent  it;  secondly,  the  queens 
having  been  exchanged,  your  king  has  nothing  to  fear, 
and  by  bringing  him  into  pjay,  he  may  be  as  useful  as 
any  other  piece. 

■'  W.  The 
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13. 
W.  The  king  takes  the  other  pawn. 
B.  The  king's  bishop  gives  check  at  his  rook's 

3d. 

14. 

W.  The  king  at  the  adverse  king's  bishop's 

4th.   (A)' 
£.  The  bishop  takes  the  bishop. 

15. 
W.  The  rook  takes  the  bishop. 
B.  King's  rook's  pawn  2  squares. 

16. 
W.  The  knight  at  his  queen's  2d. 
B.  The  king  at  his  own  2d. 

17. 

« 

W.  King's  rook  at  its  king's  bishop's  square,  (i) 
B.  Queen's  bishop's  pawn  1  square,  {k) 

Notes. 

(h)  Your  king  would  not  be  safe  on  that  square,  if 
your  adversary  had  a  bishop  running  white  to  drive  him 
from  the  post ;  but,  as  it  is,  your  king  sustains  all  your 
pa.wQS. 

(/)  You  might  have  played  this  rook,  to  yo;ur  king's 
square;,  but  in  tliis  case/ your  queen's  rook  would  have 
been  rendered  almost  tisel«ss ;  it  is  better  therefore  to 
retard  your  attack,  and  get  all  your  pieces  into,  action. 

{i)  He  prepares  to  push  his  queen's  pawn  a  square, 
.to  break  your  centre;  but  you  must  prevent  it,  by  put- 
ting* him  under  the  necessity  of  defending  hims.c;lf. 

W,  Queen'a 
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18. 


W.  Queen's  rook  at  its  king  s  square. 
B.  Queen's  knight's  pawn  S  squares.  (/) 

19. 
W.  The  bishop  at  his  queen's  knight's  3d. 
B.  Queen's  rook's  pawn  2  squares^ 

20. 
W.  The  king's  pawn  1  square. 
B.  The  pawn  takes  the  pawn. 

21. 
W.  The  pawn  takes  the  pawn. 
B.  King's  knight  at  his  queen's  4th. 

22. 
W.  The  knight  at  his  king's  4th.  {m)     ^ 
B.  Queen's  knight  at  his  own  3d. 

23. 
W.  The  knight  at  the  adverse  king's  bishop's 

3d. 
B.  Queen's  rook  at  its  queen's  square,  {n) 

Notes. 

(/)  He  endeavours  to  attack  you  on  your  left,  an4 
make  an  opening  for  hU  rooks. 

{m)  You  would  have  played  wrong  had  you  taken 
his  knight  with  your  bishop,  because  by  taking  your 
bishop  with  his  pawn,  that  pawn  would  obstrud):  the 
passage  of  your  knight ;  it  was  therefore  necessary  to 
play  this  knight  first,  in  order  to  have  no  useless  piece. 

{n)  If  he  bad  taken  your  knight,  you  must  have 

W.  The 
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34. 

W.  T^  king^s  pawn  1  square. 

B.  Queen's  rook  at  its  queen's  3d.  {o) 

is. 

W.  The  pawn  takes  the  pawn  and  gives  check 

fron>  the  rook. 
B.  The  king  takes  the  pawn. 

36. 
W.  The  king  at  the  adverse  king's  knight's 

4th. 
B.  The  king  at  his  knight's  2d. 

27- 
W.  The  knight  takes  the  rook's  pawn  aad 

gives  check. 
B.  The  king  at  his  rook's  Sd, 

I  28. 

! 

I  W.  The  king's  rook  gives  check. 

B.  The  king  at  his  knight's  square. 

taken  his  knight  with  the  paisn^and  afterwards  attacked 
his  king*s  bishop's  pawii^  by  playing  your  queen's  rook 
to  me  adverse  king's  second  square. 

{o)  If,  instead  of  pUying  the  rook,  he  had  taken 
your  pawn,  you  would  have  won  the  game  in  a  few 
moves,  because  he  would  have  lost  his  queen's  bishop's 
pawn  ;  so,  if  he  had  taken  your  knight  with  his  own, 
you  would  have  taken  his  paWn*  with  yours,  giving 
check  by  discovery. 

W.  The 


918       philiqor!s  8£Cond  gakb.it. 

29. 
W.  The  king's,  rook  at  the  adverse  queen** 

knight's  gd  square. 
B-  The  queen's  rook  at  his  queen's  square,  (j)) 

30. 
W.  The   hishop    takes   the  adverse  queen's 
knight,  and  wins  the  ganae. 

Notes. 

{fi)  If  he  had  played  his  king  instead  of  his  (joccnV 
rook,  you  might  have  given  check  with  your  queen's 
rooky  and  taken  that  of  his  king.  It  must  be  observed 
htxtf  that  what  has  decided  the  game  in  favour  of  tho 
white,  Isy  that  the  king,  having  been  in  a  situation,  to 
enter  the  field  with  safety,  which  rarely  happens,  has 
been  as  instrumental  to  vid^ory,  as  the  best  of  his  i»eces. 
Charles  XII.  of  Sweden  was  observed,  very  charac- 
teristically, to  move  the  king  more  than  a.ny  other 
piece;  but  this  conduct  is  seldom  to  be  imitated,  on 
account  of  the  ruin  which  involves  the  whole  com- 
munity of  pieces,  if  the  king  meet  with  a  disaster. 


VARIATION. 

At  the  28th  move,  let  the  bishop  check, 
instead  of  the  rook ;  and  the  check-mate  will 
be  efFeded,  almost  at  the  instant,  without 
circumevolutiop,  or  difficulty. 

FIRST 
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FIRST  BACK  GAME, 

•  •  • 

TO  TH£  SECDITD  GAMBIT^ 
On  the  Third  Move  of  th9  Black. 

s. 

W*  King's  biaJiQp  at  his  queen '9  Ini^hop'^  4tb* 
B.  King's  bishop's  pawn  2  squares. 

4. 
W,  The  pawn  takes  the  pawn,  (a) 
B.  The  queen  gives  check. 

5. 
19^.  The  king  at  his  bishop's  square. 
B.  King's  pawn  1  square,  {b) 

6. 
W.  The  bishop  takes  the  knight 
B.  The  king's  pawn  takes  the  pawn  and  gives 
check,  (c) 

Notes. 

(a)  I  make  the  white  pawn  take  that  pawn,  to  shew 
that  it  must  cause  the  loss  of  the  game ;  the  best  move 
in  thispuzsding  situation,  would  have  been  to  play  your 
queen  to  your  king's  second  square. 

(b)  He  exposes  your  king's  bishop  to  be  taken  by  his 
queen. 

(c)  So  situated  he  cannot  chuse  but  wint 

W.  The 


7. 

W.  The  king  takes,  the  pawiu 
B.  The  king's  rook  takes  the  bishop  and  wins 
the  game* 


iLXDOR  does   not  seem  to  think  this 
worth  pursuing. 


SECOND 
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SECOND  BACK  GAME, 

TO  THE  SECOl^D  GAMBIT, 
On  the  Fourth  Move  of  the  Black, 

A. 

W.  The  king  at  his  bishop's  square. 

B.  King's  bishop  at  his  queen's  bishop's  4th, 

%^» 
W.  Queen's  pawn  2  squares. 
B.  King's  bishop  at  his  queen's  knight's  Sd. 

6. 
W.  King's  knight  at  his  bishop's  3d. 
B.  The  queen  at  the  white  king's  knight's 
4th. 

7. 
W.  The  king's  bishop  takes  the  king's  bishop's 

pawn  and  gives  check. 
B.  The  king  at  his  bishop's  square,  because 

if  he  takes  the  bishop  he  loses  his  queen,  (a) 

8. 
W.  King's  rook's  pawn  1  square. 
B.  The  queen  at  the  white  king's  knight's  3d. 

r 

Note. 

{a)  By  the  check  of  the  knight. 

W.  Queen's 
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9. 
W.  Queen's  jgnight  at  his  hishpp*^  .3d. 

B.  The  king  takes  the  bishop, 

10 

W.  Queen's  knight  at  his  king's  2d. 
B.  The  queen  at  her  king*s  knight's  3d. 

11. 
W.  The  king's  knight  gives  check  to  the  kin^ 
and  queen,  and  -wans  the  game. 


The  white  player's  suffering  his  bishop  to  be 
taken,  to  get  so  good  a  compensation  for 
him,  has  something  very  ingenious  in  it. 


THIRD 
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THIRD  BACK  GAME, 

TO  THE  SECOND  GAMBIT, 
On  the  Fourth  Move  of  the  Black. 

W.  The  king  at  his  bishop's  square. 
B.  Queen's  pawn  1  square. 

5. 
W.  King's  knight  at  his  bishop's  3d. 
B.  Queen's  bishop  at  the  white  king's  knight's 
4th. 

W.  Queen's  pawn  2  squares. 

B.  King's  knight's  pawn  2  squares. 

7. 
W.   Queen's  knight  at  his  bishop's  Sd. 

B.  The  queen  at  her  king's  rook's  4th. 

8. 
W.  King's  rook's  pawn  2  squares, 
B.   King's  rook's  pawn  1  square. 

9. 
W.  The  king  at  his  bishop's  2d. 

B.  The  bishop  takes  the  knight. 

10. 
W.  The  pawn  takes  the  bishop. 
B.  The  queen  at  her  king's  knight^s  3d. 

W.  The 
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11. 

W.  The  sTook's  pawn  takes  the  p&irm 
fi.  The  queen  takes  the  pawn. 

12.   ■ 
W.  The  knight  at  his  king's  2d. 
B.  The  queen's  knight  at  his  queen's  2d. 

13. 
W.  The  knight  takes  the  pawn. 
B.  The  queen  at  her  own  square. 

14 
W.  Queeft^s  bishop*s  pawn  I  square, 
B.  Queen's. knight  at  his  5d  square* 

15. 
W.  King's  bishop  at  his  queen's  3d. 
B.  The  queen  at  her  own  2d. 

16. 
W.  Queen's  bishop  at  his  king's  3d. 
B.  The  king  castles. 

17. 
W.  Queen's  rook's  pawn  2  squares, 
B.  The  king  at  his  queen's  knight's  square. 

IS. 
W.  Queen's  rook's  pawn  1  square. 
B.  Queen's  knight  at  his  bishop's  square. 

19. 
W.  Queen's  knight's  pawn  2  squares. 

B.  Queen's- Jbishop's  pawn  1  square. 

W.  Queen's 


.  1  1 

»  ft 


90/ 
W.  Queen's  kriightVpawii  1  square-'       * 

B,  The  pawn  takes  the  pawn.  '  -    '^ 

W.  Queen's. Took's^pawn  1  squire!  •   • 

B,  Queen's  knight's  pawn  1 1  square.  * 

2S. 
W.  The  queen  at  her  knight's  3d: 
B.  King's  knight  at  his  bishop's  Scl.    ^ 

23. 
W.  The  king's  bishop  takes  the  pawn. 
B.  The  queen  at  her  bishop  s  2d.   , 

24. 
W.  Queen's  pawn  1  square- 
B.  King's  bishop  at  bi^  knight's  2d.  ^ 

25.   ^ 
W.  King's  bishop  at  the  black  queen's  bishop's 

Set:  .  •'-.  ■■'.■. 

B.  King's  knight  at  his  queen^s  2d.  ♦ 

W.  The  knight  at  his  queen^s  3d. 
B.  King's  knight  at  his  king's  4th. 

*  Q.  Would  it  not  be  better  to  put  the  queen*s  knight 
at  his  king*s  second  square,  because  that  would  force  fW3/ 
the  white  bishop;  and  the  black  kihg'fi  bishop  might  then 
take  the  pawn  guarded  by  >tl^  queen,  as  a  gratuitous 
capture? 


«  « 


W.  The 


W.  The  knight  t9k.es  tl^ftfciiight;  i         ■'  ,■ 
B.  The  bishop  tajq^  th^  Hnigbfe  ..      ;  . "  i    .  . 

SS. 
W.  King's  bishop's  p&ira  1  s4uaT&       ;'      "  ' 
B.  The  bishop  at  his:  king's.  kiiigMt^  Sd.  .  - 

29. 
W.  Queen's  bishop  at  bis  queeri's  4th.     ^       ^ 
B.  The  bishop  t^kes  the  bishop.  - 

30. 
W.  The  pawn  takes  th6  bishop/  _  ' 

B.  The  queen  at  her  king^s  i2d.    '  ^ 

W.  The  kiijg  at  his  bishop's  3d.  •   .     r 

B.  Queen's  rook  at  his. king's  knight's  square. 

W.  Queen's  rook  at  his  queen's  bishop's  square. 
B.  Queen's,  rook  at  his  king's,  knight's  3<^ 

square. 

33» 
W.  The  bishop  at  the  black  queen's  knight's 

2d. 
B.  King's  rook  at  his  knight's  square. 

34., 
W.  The  rook  takes  the  knight. 
$.  The  rook  takes  the  rook. 

,   W.  TH<r 
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W.  Th^Wshopt^es  the  rook. 
B.  The  king  takes  the  bishop. 

W.  The  rook  giv^s  clieck. 

B.  The  king  at  his  queen's  knight's  square-    ^ 

W*  The  queen  at  her  bishop's  4tib* 
B.  The  queen  at  her  own  2d. 

W.  The  king's  bishop's  pawn  1   square,   to 
prevent  tiic  queen's  check.  .    .  , 

B.  The  rook  at  its  king's  knight's  square.. 

'•     •   ..     .-39^        •    ,  •     ■  •       .    .  . 
W.  The  queen  at  the  black  queen's  bishop's 

3d.  (a) 
B.  The  queen  takes  tbe  queen.    ' 

40. 
W.  The  pawn  takes  the  queen. 
B.  The  king  at  his  queen  s  bishop's  9d. 

41. 
W.  Queen^s  pawn  1  square. 
B.  King's  rook  s  pawn  I  aqiuare. 


Note. 


«   4       A. 


(a)  This  is  highly  tacSlicaU  because  one.  of  the  whti9 
pawns  is  doubled,  an4  this  will  extend  them  on  thefouc 
centre  files; — for  the  black  <|ueen  must  exchange. 

W.  The 
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W.  The  rook  at  his  king^s^  rpok's  square;  / 
B.  The  same. 

43. 
W.  The  rook  at  his  king's  kaight'^  squart. 
B.  The  rook  at  his  Sd  square. 

44 
W.  The  rook  at'  the    black  king's  kiiight'a 
square.  .        ^ 

B.  Queen's  knight's  pawn  i  square. 

45. 
W.  The  rook   at  the    black  queen's    rock's 

square. 
B.  The  king  at  his  queen's  knight's  3d. 

46. 

1 

W.  The  rook  gives  check. 

B.  The  king  at  his  queen's  bishop's  2d. 

/  47. 

W.  The  ropk  gives  check. 
B.  The  king  at  the  queen's  square. 

48. 
W.  The  king's  j^wn  1  square. 
B.  The  pawn  takes  the  pawn. 

49. 
.AV.  The  queen's  pawn  1  square- 
i3."  The  king  at  his  queen's  bishop's  square. 

W.  The 


1  • 
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,50. 
W.  The  pawn  gives  check* 
B.  The  king  at  his  queen's  square. 

51. 

W.  The  rook  gives  check,  the  king  removes, 
the  pawn  is  queened,  and  wins  the  game. 


FOURTH 
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FOURTH  BACK  GAME^ 

TO  THE  SECOND  GAMBIT, 

On  the  Ninth  Move  of  th^  Black. 

* 

W.  The  queen  at  her  king's  2d. 
B.  The  bishop  takes  the  knight. 

10.      ^ 
W.  The  queen  takes  the  bishop, 
B.  The  queeu  takes  the  queen. 

11. 
W.  The  pawn  takes  the  queen. 
B.  King's  bishop  at  his  knight's  2d. 

12, 
W,  King's  rook's  pawn  2  squares. 
B.  King's  rook's  pawn  1  square. 

13. 
W.  King's  rook  at  his  knight's  square. 
B.  King's  knight  at  his  rook's  2d, 

14. 
W.  The  queen's  bishop  takes  the  gambit  pawn. 
B.  The  king's  bishop  takes  the  queen's  pawn 
and  gives  check. 

15. 
W.  The  pawn  takes  the  bishop. 
B.  The  pawn  takes  the  bishop. 

W.  King's 


16. 
W.  King's  rook,  at  thr  Mirir .  king's  knight's 

2d. 
B.  Quel's  knight  at  his  MshoJ^'s  Sd. 

■  ■■       \V. 

W.  Queen^s  knight  at  his  bishop*s  3d. 
B,  The  queen's  knight  takes  the  paAni. 

18. 

•    r 

W.  The  bishop  takes  the  pawn  and  gives  check.' 

B,  The  king  at  Ws  bishop  ^s  square. 

,  -        '  •  •  .* .. 

W,  Queen's  rook  at  his  king's  knight^s  squar£| 
B.  Queen's  knight  at  his  bishop's  3d. 

20. 
W.  The  bishop  at  his  queen's  knight's  3d. 
B.  Queen*s  rook  at  his  queen's  square. 

21. 
W.  The  king's  rook  gives  check  at  the  black 

king's  bishop's  2d. 
B.  The  king  at  his  qwn  square. 

22. 
W.  Queen's  rook  at  the  black  king's  knight's 

2d. 
B*.  King's  knight  at  his  bishop's  square. 

23. 
W.  The  knight  at  the  adverse  queen's  4th 
square — the  whites  must  win  the  game. 
:  '■  I  The 
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■h4" 


»as 


The  Editor  tnust  however f  confess,  that 
if  the  queen's  rook,  at  tl>e  countermove,  return 
to  its  square ;  he  does  not  know  how  to  presft 
the  white  pieces  upon  the  black  king,  so  that 
he  shall  not  elude  the,  mate.  If  any  other 
piece  than  the  black  rook  move,  there  will  be 
an  immediate  smothered-ma|e.  If  the  rook 
move  to  any  square  short  of  his  own,  the 
defeat  of  the  king  will  be  retarded,  in  prp* 
}>ortion  to  the  area  which  is  left  him. 


•> » 


I- ' « 


FIFTH 
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FIFTH  BACK  GAME, 


r 
I 


TO  THE  SECOND  GAMBIT, 


On  the  Ekvenih  Move  of  the  Black. 


r 

a. 


W;  The  queen  takeis^  the  bishop. 
B.  The  knight  gives   check  at  the  adverse 
king's  knight's  ^th 

12. 
W.  The  king  at  his  knight's  isquaire.  . 

B.  The  king  knight's  pa^vn  takes  the  pawn* 

13. 
W.  The  queen's  bishop  takes  the  pawn. 
B.  King's  knight  at  his  bishop's  3d. 

W,  The  knight  at  his  queen's  rook  s  3d. 
B.  The  queen  takes  the  queen. 

i  15. 

W.  The  pawn  takes  the  queen. 
B.  The  king's  knight  at  his  rook's  4th. 

16. 
W.  The  king's  rook  takes  the  pawn. 
B.  The  king's  knight  takes  the  bishop. 

17. 
ly.  The  rook  takes  thei  knight. 
B.  King's  bishop's  pawn  1  square. 

W.  The 


4 
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18, 

W.  The  king  at*  Ws  Jbishop  Vfi^.  ^    ' 
B.  The  king  castles. 

19. 
W.  The  bishop  at  tbe  adverse  king's  3d. 
B.  The  bishop  at  his  king's  2d. 

SO. 
W..  Queen's  rook  at  its  king's  rbok'^s  square. 
B*  The  kifig  at  his  queen's  knight's  square, 

21/     # 
W.  The  bishop  takes  the  knight, 
B.  The  rot>k  tftkes  the  bishop,      v 

Q%  '  ■  ■        ,'■*'■ 

W.  Queen's  rook  at  the  adverse  king's  rook's  3d. 
B.  Qu^a's  ktiJght's  pawn  1  square,  ^ 

•    ^'  ■         23,  '/    •"•  ■ 

W.  King's  rook  at  the  adverse  king's  bishop's 

4th.  -      ;    ^'*"  •^--^'■- 

B.  The  bishop  at  his  queen'i  Square,        * 

fi4. 
W.  King's  rook-  at  the  adverse  fcing'i^  ib^  s  4tli.' 
B.  The  king  at  his  queen's  knight's  2d.  * 

25. 
W,  King's  bishc^'s  pawn  1  square.  -        '    • '• 
B.  Quean  *s  bishop's  pawn  1  square.  *      ' 

26. 

W.  The  king's  bishop's  pawn  1  square,  arid 

wins  the*  gamCs  ^  •      ■ 

THIRD 


•  ^        > 


•»     f     -   *       v 


SS5 


THIRD  GAMBIt, 


WITH  THREE  AACK  GAMES  : 


X         / 


The  First  on  ihq  Sfqmdy   the  Secen^  mt  the  Third^  and  t]^ 
Third  on  the  Eleventh  Move  of  the  Black* 

c 

1.  ^ 

W.  The  king's  pawn  2  squares, 
B.  The  same. 

W.  King*s  bishop's  pawn  2  squares. 
B.  Queen's  pawn  2  squares,  (a)  ^r;!^ 

W.  The  king*s  pawn  takes  the  pawn. 
B.  The  queen  takes  the pawn..(i&)  .^ 

Notes. 

(a)  If  he  had  pu^ed  this  pawn  \fut  one  s^ai'e,  it 
would  have  entirely  changed  the  gapne;  therefore^  I 
make  it  the  subje£t  of  a  back  game. 

N>B.  It  is  the  best  way  of  playing  it,  in  order  to  avoid 
the  snares  of  your  adversary  in  the  Gambit^  when  you  re- 
ceive the  advantage  of  a  piece. 

(h)  He  n^ight  take  your  king's  bifliop's'  pawn  with 
his  king's  pawn ;  the  basi^  of  a  materia!  change,  and 
the  sabje(S  of  a  back  game. 


/ 
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W.  The  pawn  takes  the  pa.wn. 

B.  The  queen  takes  the  pawn  and  gives  check 

S. 
W,  The  bishop  covers  the  check,  (c) 
B.  King's  bishop  at  his  queen^s  3d. 

6. 
W.  King's  knight  at  his  bishop's  3d, 
B.  The  queen  at  her  king's  2d. 

7. 
W.  Queen's  pawn  3  squares. 

B.  The  queen's  bishop  at  his  king's  Sd. 

W.  The  king  castles. 

B.  Queen's  knight  at'  his  queen's  ad.. 

9. 
W.  Queen's  bishop's  pawn  2  squares. 

B.   Queen's  bishop's  pawn  1  square. 

*  10. 
W.  Queen's  knight  at  his  bishop's  3d. 
B    King's  knight  at  his  bishop's  3d. 

Notes. 

(c)  So  situated,  the  game  must  appear  equal :  but  on 
a  minute  balance  the  advantage  is  in  your  scale,  because 
on  your  left  "wlag'  ;yQa  have  four  connected  pawns, 
whfist  your  adversary  *$  pawns  lare  in  divisions  of  thvc% 
and  three,  and  all  separated  from  the  centre. 

W.  King  8 
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11. 


2S7 


'     J 


W.  King's  bisbop  at  hia  queen's  Sii 

B,  The  king  c^tle$  with  W.  rook.  .(^  4^ 

\% 
W.  Queen's    bishop    at  the  «,4v^erse   king.*< 

knight's  4th.  (c) 

B.  King's  rook's  pawn  1  square. 

W.  Queen's  bishop  at  his  king's  rook's  4th. 
B.  The  queen  at  her  own  square. 

.   14. 
W.  Queen's  knight  at  his  king's  4th.  (JO 
B.  King's  bishop  at  his  king's  2cl. 

{d)  It  was  indifferent  to  him  whether  he  castled  Ort 
Ac  king's  or  on  the  queen^s  side.  After  the  manoeuvre 
of  castling,  I  have  already  given  a  general  rule  for  im- 
pelling your  pawns,  against  his  covering  pawns ;  how- 
ever^ for  illustration,  I  shall  give  a  hack  game  on  that 
duplicate  move. 

(^}  This  wot^ld  have  been  wiong.  had  he  not  castled 
on  his  king's  side,  because  by  pushing  his  king's  rook's 
pawn,  he  had  forcc<l  your  bishop)  to  retire ;  but,  at  pre- 
sent, it  is  your  interest  to  expke  him  to  push  the  pawns 
that  cover  his  king,  to  prepare  a  breach,  for  the  attack*. 

'  r 

(/)  If  he  had  not  removed  his.  queen,  to  replace 
her  with  the  king's  bishop,  the  play  of  this  knight 
would  Iiave  perplexed  his  game. 

W.  The 
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15. 

W,  The  queen  at  her  king's  «A 

B.  Hie  queea  at  ber  bishofx's  8d.  {g} 

W.  Hie  kniglrt  takes  the  knight. 
B.  The  knight  takes  the  knight 

17. 
W.  The  bishop  takes  the  knight, 
B.  The  bishop  takes  the  bishop. 

18. 
W.  Thp  queen  at  her  king's  4th. 
B.  King's  knight's  pawn  1  square. 

19. 
W.  The  knight  at  the  adverse  king's  4th* 

B.  The  bishop  takes  the  knight*  (A) 


.    Notes. 

(f)  If,  instead  of  playing  his  queen,  he  had  taken 
your  knight,  your  must  have  taken  his  knight  with 
your  queen ;    forcing  him  to  derange  his  pieces,   by 
fnanoeuvering  to  save  the  mate,  with  which  he  would- 
be  threatened. 

(A)  If,  instead  of  taking,  he  had  withdrawn  hii 
bishop,  you  would  then  have  taken  his  k]ng*s  knight's 
pawn  with  your  knight,  and  that  would  have  given  you 
the  game* 

W.  The 


y^.  The  -pavn  |:akes. the  biA^p^, ..  .,  .. ;  p    ;/ 

6.  Queen's  rook  at  his  queen'^.  3<juflire,  (i)^,. 

21.       *■      '  ^  "•      '  '1 

W.  King's  rook  at  the  adverse  king's  bishop's 
jp.  The  q^eeq  at  her  Sd  square.  (A) 

*  i 

W*  The  king's  rook  takes  the  kingV  kiight's- 

pawn,  and  gives  check, 
B.  The  pawn  takes  the  rook. 

23. 
W.  The   queen   takes  the  pawn,    and  give^ 

check. 
B.  The  king  at  his  rook's  square,  (/) 

W.  Tlie 

Notes. 

(/)  If  he  had  attacked  your  qtieen  with  his  bishop, 
instead  of  playing  his  rook,  you  would  have  taken  his 
bishop  with  yout  king's  rook;  this,  by  making  an 
opening  upon  his  king,  would  have  given  you  an  easier 
attack. 

(i)  If  he  had  not  played  his  queen  to  this  square, 
you  must  have  taken  his  bishop  with  your  rook,  and 
that  would  have  secured  the  game. 

(/)  If,  instead  of  withdrawing  his  king,  he  had 
covered  him  with  his  queen,  you  must  have  taken  hi» 
bishop,  giving  him  check;  and  you  would  have  been 

left. 
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W.  The  queea  takes  the  pawn,  and  gWes  4 
perpetual  check. 

•     •  •        Note.  :    .-  .*. 

left  ori  the  right  wing  with  two  pawns  and  a  bish;p{> 
against  a  rook  only,  added  to  a  good  attack,  whtch^ 
improved,  would  be  sufficient  to  win  the  game ;  but,  as 
he  has  played  bift  king  instead  of  bis  queen,  you  can*-- 
not  do  better  than  make  an  end  of  the  party  by  a  drawn 
game,  with  a  perpetual. checjk. 
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FIRST  BACK  GAME, 

TO  THE  THIRD  GAMBIT, 
On  the  Second  Move  of  the  Biach 

2. 
W.  King's  bishop's  pawn  2  squares. 
B.  Queen's  pawn  1  square. 

3. 

W.  King's  knight  at  his  bishop's  3d. 

B.   Queen's    bishop    at    the    adverse    king's 

/  knight's  4th. 

4. 

W.  King's  bishop  at  his  queen's  bishop's  4th.  , 

B.  Queen's  knight  at  his  bishop's  3d. 

5. 
W.  Queen's  bishop's  pawn  1  square. 
B.  The  bishop  takes  the  knight. 

6. 
W.  The  queen  takes  the  bishop. 
B.  King's  knight  at  his  bishop's  3d. 

7- 
W.  Queen's  pawn  1  square. 
B.  Queen's  knight  at  his  rook's  4th. 

8. 
W.  The  king's  bishop  gives  check  at  the  ad- 
verse queen's  knight's  4th. 
W.  Queen's  bishop's  pawn  I  square. 

U  W.  The 
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W.  The  bishop  at  his  queen's  rook's  4th. 
B.  Queen's  knight's  pawn  2  squares. 

10. 
W,  The  bishop  at  his   queen's   bishop's  2d 

square. 
B.  King's  bishop  at  bis  king's  Sd. 

11. 
W.  Queen's  pawn  1  square. 
B.  The  king's  pawn  takes  the  queen's  pawn. 

12. 
W.  The  pawn  takes  the  pawn. 
B.  The  king  castles. 

13. 
W.  Queen's  bishop  at  his  king's  3d. 
B.  Queen's   knight    at    the    white^    queen^s 
bishop's  4th. 

14. 
W.  Queen's  knight  at  his  queen's  2d. 
B.  The  queen's  knight  takes  the  pawn. 

15^ 
W.  King's  knight's  pawn  fi  squares. 
B.  The  queen's  knight  returns  to  the  white 
queen's  bishop's  4th. 

16. 
W.  The  knight  takes  the  knight. 
B.  The  pawn  t^kes  the  knight, 

W.  King's 


r 


17, 

W.  King's  knight's  pawn  1  square.  - 
B.  The  knight  at  his  queen's  £d. 

18. 
•W.  King's  rook's  pawn  2  squares.      . . 
B.  The  queen  gives  check. 

.      19. 

W.  The  king  at  his  q^leen's  square. 

B.  Xhe  queeii  at  the  white  queen's  rook's  3d. 

20. 
W.  Queen's  rook  at  his  bishop's  square. 
fi.  The  queen  takes  the  queen's  rook's  pawn. 

21. 

W.  The  queen  at  the  black  king's  rook's  4th. 

B.  Queen's  rook  at  his  knight's  square. 

22.      • 
W.  King's  pawn  1  square. 

B.  King's  knight's  pawn  1  square. 

23. 

W.  The  queen  at  her  king's  2d. 

B.  Queen's  rook  at  the  white  queen's  knight's 

2d. 

24. 

W.  King's  rook's  pawn  1  square. 

B.  Queen's  bishop's  pawn  I  square. 

25. 

W.  The  king*s  rook's  pawn  takes  the  pawn. 

B.  The  king  s  bishop's  pawn  takes  the  pawn. 

W.  The 


\ 
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26. 


W.  The  king's  rook  takes  the  pawn. 
B.  The  king  takes  the  rook. 

27. 
W,  The  queen  gives  check  at  the  adverse 

king's  rook's  4th. 
B.  The  king  where  he  can. 

28. 
W.  The  queen  taking  the  pawn  gives  check 
'—makes  the  following  move. 


SECOND 
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SECOND  BACK  GAME, 

TO  THE  THIRD  GAMBIT^ 
On  the  Third  Moue  of  the  Bla$k. 

W,  The  king's  pawn  takes  the  pawn. 
B.  The  king's  pawn  ^kes  the  pawn, 

4. 
W.  King's  knight  at  his  bishop's  Sd. 
B.  The  queen  takes  the  pawn. 

5. 
W.  Queen's  pawn  S  squares. 
B.  The  queen  gives  check  at  the  adverse 
king's  4th. 

6. 
W.  The  king  at  his  bishop's  2d. 
B.  King*s  bishop  at  his  king's  2d. 

7- 
W.  King's  bishop  at  hid  queen's  3d. 

B.  The  queen  at  her  bishop's  3d. 

8. 
W.  The  queen's  bishop  takes  the  pawn. 
B.  Queen's  bUhop  at  his  king's  3d. 

W.  The,  queen  at  her  king's  2d. 
B,  The  queen  at  her  own.  Sd. 

W.  Qttcep's 


I 
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10. 

W.  Queen's  UsliOp^s  paxni  ^  sqtiares: 
B;  Queen's  bishop's  pawp  1  square. 

11. 
W.  Queen's  knight  at  his  bishop's  3d. 
B.  King's  knight  at  hi§  bishop's  3d. 

12.  ^  .       :  r  , 

W.  King's  fook's  pawn  1  square.      .  ; 
B.  The  king  castles. 

W.  King's  knight's  pawpi  2^  aquai-es.  £' 

B.  King's  bishop  at  his  queen's  3d. 

Wy  King's'  kmght  at  the  black  king's  Atip 
B.  The  bishop  takes  the  knight.      ; : 

W.  The  pawn  Uk^s  tUebisbfcp.       ■  r  ,    :• 
B.  King's  knight  at  his  king's  efqit&i^' ;    .  L   .  . 

15.* 
Wi  Queen's  rook  ^thtsqtil^^h^  square.    «      ' 
B.  The  queen  at  Isev  Mftg'H  SPi 

17. 
W.  Kiiig's  tniglit's  p&tm  1  sqtiAre.  •     '^   . 
B.  Queen's  knight  at  Ms  ^qtiecii's  2d.         ' 

18. 
W.  The  queen  art;  the  black  king's  Wxjk''*  4th. 

B.  King's  knight's  paiwh  1  square.  ^ 

•  W.  The 
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19. 
W.  The  queen  at  the  adverdc  kkig'«  rook's  3d* 
B.  The  queen  gives  check. 

20. 
W.  The  king  at  his  knight's  3d. 
B.  The  queen's  knighit;  takes  the  king's  pawn. 

*     .  21. 

W.  The  knight  at  hiking's  4th. 
B.  The  queen  at  the  asdverse  queen's  4th. 

.;«2. 

W. .  The  fcnigjht  giye^  clieck  at  the  adverse 

king's  bishop's  3d. 
B.  The  knight  takes  the  knight. 

•■  .'    •  23..    ■ 
Wi  The  pawn  takes  the  Jknigbt 
B.  The  game  is  lo$t,  the  mate  being  forced.* 

I 

*  A  forced-mate  is  a  mate,  which,  though  a  few  despt- 
rate  sacrifices  might  protrad  it,  is  inevitable. 


■  4 


THIRD 
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THIRD  BACK  GAME, 

TO  THE  THIRD  GAMBIT, 
On  the  Eleventh  Move  of  the.  Blacks 

11. 

W.  King's  bishop  at  his  queen's  3d. 
fi.  The  king  castles  on  his  queen's  side. 

12. 
W.  King's  rook  at  his  king's  square. 
B.  The  queen  retires  to  her  king's  bishop's 
square. 

I'o  I* 

W.  The  queen  at  her  rook's  4th. 

B.  The  king  at  hi^  queer's  knight's  square. 

14. 
W.  Queen's  bishop  at  his  king's  Sd. 
B.  Queen's  bishop's  pawn  1  square. 

15. 
W.  Queen's  pa^vn  1  square. 
B,.  Queen's    bishop    at    the    adverse    king's 
knight's  4th. 

W.  Queen's  knigh,t's  pawn  2  squares^ 
B.  The  bishop  takes  the  knight. 

W.  The  pawn  takes  .the  bishop. 

B.  Queen's  rook  at  his  bishop's  square. 

W-  The 
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18, 

W»  The  knight  at  the  adverse  queen's  knight's 

4th. 
B.  Queen's  rook's  pawn  1  square. 

19. 
W.  The  knight  takes  the  hishop« 

B.  The  queen  takes  the  knight 

£0. 
W.  Queen's  rook  at  his  knight's  square* 
B.  Queen's  knight  at  his  king's  4th. 

SI. 
W.  King^s  bishop  at  his  king's  2d. 
B.  King's  knight  at  his  queen's  2d^ 

22. 
W.  The  queen"at  the  adverse  queen's  rook  s 

4th. 
B.  The    queen  gives    check   at  her    king's 
knight's  3d. 

23. 
W.  The  king  at  his  rook's  square. 
B.  The  queen  returns  to  her  3d  square. 

24.. 
W.  The  pawn  takes  the  pawn. 
6.  The  knight  takes  the  pawn. 

,25. 
W,  Queen's    rook    at   the    adverse    queea's 

knight's  Sd. 
B.  The  queen  at  her  king's  bishop's  square 

W.  King's 


1 
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W.  King's  rook  at  his  tpieeii's  knight's  square. 
B.  The  knight    from  his  king's  4th   to   his 
queen*s  2d. 

27. 
W.  The  queen  s  rtiofc  talces  the  rp6k>  pawn. 
B.  The  knight  takes  the  rook«  ...  ^    . 

98. 
W.  The  queen  takes  the  tcnigbt 
B.  The  queen's  rook  atiiis  bishop's  &L  / 

W.  The  queen's  pii^n  1  .square^  and  ^ins  .the 
game. 


?.   • 


.    = 


If;  at  the  38th  move,  theking^  laatea^of  the 
rook,  be  placed  at  the  bishop's  se.cond,;  the  game 
may  be  prottacted,  tibough  the  mate  cannot 
be  finally  elnded*«^The  prikctice  of  forbearing 
to  involve  the  king  .iji  the  -conflicts  of  the 
field,  is  a  necessary  part  of  good  play  ;  but 
a  mechanical  habit  of  leaving  him  inactive, 
without  reflecting  whether.,  a  ^ally  w<>nid  or 
would  not  promote  his  defence,  must  be  kept 
Iram  inssnuatin^:  into  the  player  s  »anter.  , 


The 


•   .     ■     • 
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WITH  TWO  BACK  GAMES: 

4 

One  on  the  Seventh  Hcve -of  ike  Bktbk^  andO/i$  en  tke  ElttentSk 

of  theWTnte. 

W.  The  king's  pawn  2  squares. 

B,  Ti^e  same.  -  .        . 

W.  King's  bishop's  pawn  2  squares. 
B.  The  pawn  takes  the  pawn. 

W,  King^s  knight  at  his  bishop's  Sd.'  ; 
B-  §ing's  bishop  at  his  king's  2d. 

tr.  Kiiftg'k  bii^op  at  faii  queen's  bishop^4  4di. 
.  B.  Tiie  king's  bishop  gives  check. 

5. 
W.  King's  knight'is.  pawn  1  square. 
B.  Tl^  pawn  takes  the  pawn. 

'     '       '    ■     -       •       6.' 
W.  iThe  king  castles. 

B.  The  pawn  takes  the  pawn  and  gives  check. 

W.  The 
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7. 
W.  The  king  at  his  rook's  square. 
B.  King's  bi8h(q>  at  his  3d  square-  (^a)  ^ 

8. 
W-  King's  pawn  1  square. 
B.  Queen's  pawn  S^  squares,  (i)         - 

9. 
W.  The  pawn  takes  the  bishop. 
B.  The  knight  takes  the  pawn« 

10. 
W.  King's  bishop  at  his  queen's  icnight's  3A 
B*  Queen's  bishop  at  Ms  king's  3d. 


f    •     • . 


Notes. 

{a)  If,  instead  of  playing  this  bishop  to  his  thiidi 
square,  he  had  played  him  to  his  king's  second  square, 
you  would  have  won  the  game  in  a  few  moves,  as  will 
be  seen  by  a  back  game.  Philidor. 

But  if  the  stricture  on  the  ttath  move  of  tbt^t  back 
game  be  correct,  no  pnviaus  move  involves  a  necefr* 
sity  for  the  speedy  mate  which  the  black  king  suffers. 

Editor. 

»  *        •       •         ■        * 

{b)  If  he  did  not  sacrifice  his  bishop,  you  would 
certainly  win  the  game;  but  losing  that  (or  thjree  pawns; 
he  must  conquer  by  the  superiority  of  his  pawns,  pro- 
vided  he  is  not  too  hasty  in  pu»bifig  thorn  before  be  has 
g6t  outall  his  pieces^  .   ' 

W.  Queen's 
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11. 

W.  Queen's  pawn  1  square.*  (c)  Jt^ 

B.  King's  rook's  pawn  1  square,  (rf)        - 

12. 
W.   Queen's  bishop  at  his  king's  bishop's  4th. 
B.  Queen's  bishop's  pawn  2  squares. 

13. 
W.  Tlie  queen^s  bishop  takes  the  pawn  close 

to  his  king. 
B.  Queen's  knight  at  his  bishop's  3d. 

14. 
W.  Queen's  knight  at  his  queen's  2d. 
B.  King's    knight    at    the    adverse    king's 
knight's  4th.  (e) 

W.  The 

Notes. 

{c)  By  pushing  dits  pawn  two  squares  you  had  given 
his  knight  a  free  entry  into  your  game,  which  would 
have  lost  you  the  party.    The  subject  of  a  back  game. 

(d)  This  move  is  of  great  consequence  to  him  for  ea« 
suring  the  party,  because  it  binders  you  from  attacking 
his  king's  knight  with  your  queen's  bishop*  to  effect 
afterwards  a  separation  of  his  pawns*  by  sacrificing  a 
rook  for  one  of  his  knights^  and  this  would  have  turned 
the  game  in  your  favour. 

{e)  He  plays  this  knight  to  take  your  queen's  bishop* 
who  wQuld  be  trpublesome  to  him»  were  he  to  castle 

on 
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u. 

W.  The  queen. at  her  kings  Sd.  (/) 
B.  The  knight  takes  the  bishop.     •  -    .  . 

1$. 
W.  The  queen  takes  the  knight. 
B.  The  queen  at  her  kaigbt'$  square.  (;) 

17. 
W.  The  queen  takes  the  queen.  (A) 
B.  The  rook  takes  the  queen. 

18. 
W.  Queen *s  rook  at  bis  king's  square. 
B.  The  king  at  his  queen's  2d. 

Notes. 

on  his  queen's  side.  Here  we  may  observe,  as^  a  gene- 
rat  rule,  that  when  a  player  has  advanced  pawns,  it 
becomes  policy  to  commence  a  distinct  hostility  against 
the  bishops,  because  they  can  menace  the  pawns,  and 
block  their  way,  more  effectually  than  any  other  piece. 
(/)  Knowing  no  expedient  way  to  save  your  bishop, 
you  play  your  queen  to  replace  him ;  for  if  you  had 
seated  him  at  your  king's  bishop's  fourth,  to  hinder 

.  the  check  of  his  knight,  he  would  have  pushed  his 
king's  knight's  pawn  upon  the  bishop,  and  made  you- 
lose  the  game  immediately. 

(g)  He  offers  to  exchange  queens  to  break  the  di- 
rection of  yours,  so  that  he  may  place  his  queen  at  her 
third  square,  in  case  you  refuse  to  take  hen 

(h)  If  you  did  not  take  the  queen,  your,  situation 

'  would  be  still  worse. 

W.  The 


f 
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W.  The  king's  knight  gives  check, 
B.  The  knight  takes  the  knight* 

20. 
W.  The  rook  takes  the  knight. 
B.  The  king  at  his  queen*s  $d. 

W.  King's  rook  at  his  king's  square, 
B.   Queen's  knight's  pawn  2  squares.    ^ 

22. 
W.  Queen's  bishop's  pawn  1  square. 
B.  Queen's  rook  at  his  king's  square. 

23. 
W.  Queen's  rook's  pawn  2  squares. 

B.  Queen's  rook's  pawn  1  square. 

24. 
W.  The  knight  as  his  king's  bishop's  3d. 
B.  King's  knight's  pawn  2  squares. 

25. 
W.  The  king  at  his  knight's  2d. 
B.  King's  bishop's  pawn  1  square.  (1) 

26. 
W.  Queen's  rook  at  his  king's  2d. 
B.  Kiiig's  rook's  pawn  1  square. 

Notes. 

(/')  If  he  had  pushed  this  pawn  two  squares  you  had 
gained  his  queen's  pawni  which  would  have  improved 
your  gaoie. 

W.  The 


t 
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27. 
W.  The  queen's  rook's  pawh  t^kes  the  pawn.  ' 
B.  The  pawn  takes  the  pawn. 

28. 
W,  King's  rook  at  his  queen's  rook's  square. 
B.  Queen's  rook  at  his  own  square.  (*) 

29. 
W.  King's  rook  returns  to  his  king's  square. 
B.  The  bishop  at  his  queen's  2d. 

30. 

<  > 

W.  Queen's  pawn  1  square^ 

B.  Queen's  bishop's  pawn  1  square. 

31. 
W.  The  bishop  at  his  queen's  bishop's  2d. 
B.  King's  rook's  pawn  1  square.  (/) 

Notes. 

(k)  You  must  never  resign  the  passages,  nor  suffer 
the  opponent  to  double  his  rooks  ;  accordingly*  rather 
than  suffer  this,  he  proposes  to  change  piece  for  piece;  - 

(/)  He  plays  this  in  order  afterwards  to  push  his 
Icing's  knight's  pawn  upon  your  knight,  to  force  bim 
from  bis  position. ;  but  if  he  had  pushed  his  knight's 
pawn  before  playing  this,  your  knight,  vaulting  to 
your  king's  rook's  fourth,  would  have  stopped  the  pro- 
gress of  all  his  ]^awns. 

W.  Kind's 


r 


38. 
W.  Kingh  Mfk  at  bis  oini  tqiiaiie*     . 
B.  Kmg's  rook  at  hit  41ii  aqutrc*  {») 

as. 

W.  Queen's  kniglit's  pawn  1  «qttiat»« 

B*  Queen's  rook  at  his  kiag^s  rook's  square. 

84. 
W.  Queen's  knight's  pamm  I  square. 
5.  King's  knight's  pawn  1  square. 

35. 
W.  The  knight  at  his  queen's  Sd. 
B«  King's  rook  at  his  Idng's  knit's  4th-    ' 

W.  King's  rook  at  his  king's  bishop's  square. 
fi.  King's  knight's  pawn  1  square. 

.  37. 

W.  The  rook  takes  the  pawn,  and  gives  chock. 

fi.  The  king  at  his  queen's  bishop^s  2d. 

38, 
If.  King's  rook  at  the  adverse  kii^^'s  kmg h%'s 

3d. 
B.  The  pawn  gives  check. 

Notts. 

(m)  Had  he  given  check  with  his  rook's  paWn,  in* 
8t^  of  plapqg  this,  he  would  have  a^fisd  coiunry  cd 
the  iQstrvctiQn  gitron  in  -thie  fir$t  p^rty.    f^  nptf  /^J^ 


•  i* 


W  The 


^ 
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W.  The  king  at  his  kiiight  s  sfcpiarel.  :] 
B.  KingVknightVp&^u  1  square. 

40. 
W.  The  rook  takes  the  rook. 
B.  The  pawn  gim  check.    . 

41. 

■J 

W.  V  The  king  takes  the  knight's  pawn^  ^ 

B.  The  rook's  pawn  makes  a  queen,  and  givel( 

check. 

42.* 
W.  The  kinif  at  his  bishop's  2d. 
B.  The  rook  gives  check  at  his  king's  bishop's 

square. 

43. 
W.  The  king  at  his  3d  square. 
B.  The   queen  gives  check  at  the  adverse 

king's  rook's  3d.  \  ' 

44. 
W.  The  knight  covers  the  check. 
*B. -The  queen  takes  the  knight,   and  give& 

mate  in  a  few  moves. 


s 


'  The  black  pawns  are  condtlctcd  in  'a. 
masterly^^anner  on  each  wing, '  so  as  td  lay 
*  /    ^»  ^  foun- 
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a  foiindation  for  a  beneficial  result;  but  the 
halting  march  of  the  white  pawn,  which  con^ 
sumes  the  33d  and  S4th  moves  of  the  white, 
seems  to  be  a  waste  of  a  move  at  a  critical 
period. 


(;. 


FIRS'^ 


. 
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FiaST  BACK  GAME, 

On  the  Seventh  Move  of  the  Black, 

7.       ' 
W.  The  king  at  his  rook's  square. 
Bl  King^s  bishop  at  his  king's  2d. 

8. 
W.  The  king's  bishop  takes  the  pawn  and 

gives  check. 
B.  The  king  takes  the  bishop* 

9. 
W.  King's  knight  at  the  adverse  king's  4th 

square,  giving  double  check. 
B.  The  king  at  his  3d  square;  any  where,  he 

is  liable  to  lose  the  queen. 

10. 
W,  The   queen  gives  check    at  her  king^s 

knight's  4th.  (<i) 
B.  The  king  takes  the  knight 

11. 
W.  The  qoeen  gives  check  at  the'adverte 

king's  bishop's  4th. 
B.  The  king  at  his  queen's  3d. 

'     Note. 

(a)  You  waive  the  capture  of  this  qoetn,  to  seize  the 
opportunity  of  forcing  a  mate. 

W.  The 


VARIATION, 

The  station  ai^siened  ta  th^e  bisbop  at  t)iQ 
7th  QlQve,  is  as  ipjudiqious  as  the  advantage 
taken  of  it  is  brilhant ; — iu?verthele$3  there  i^ 
no  critical  necessity  for  the  mate  being  so 
precipitate.  The  king,  at  the  10th  move, 
should  refuse  taking  the  knight.  This  creates 
him  chances  of  escape,  and  leaves  the  hostile 
party  but  one  mode  of  effecting  any  thing 
decisive.  The  knight,  adopting  that  mode, 
at  the  following  move,  assaults  both  king  and 
queen.  The  difficulty  and  embarrassment  of 
the  black  pieces  will  then  appear.  The  king, 
in  protracting  the  struggle,  exposes  to  dis« 
persipn  and  destruction  his  left  wing.  Equal 
play,  exerted  so  long  after  a  critical  stroke, 
cannot  retrieve  th&^tep  on  which  the  interest 
of  this  back  game  turns :  but  equal  play  may 
prevent  the  sudden  extinction  of  manoeu* 
vring ;  an(i  the  practice  of  the  best  defence  in 

situations 
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situations  of  which  various  points  are  open  to 
the  enemy,'  -imparts  a  facility  at'  resource.  It 
is  not  necessary  to  be  circumstantial,  in  mark- 
ing the  conduct  of  the  variation.  Other  ex- 
pedients present' themselves  to  retard  defeat, 
the  turns  of  which  the  reader  may  explore: 
l)ut  as  the  Editor  finds  already  one  variation 
on  this  bacic  game,  he  declines  multiplying 
ipgraftments  of  a  branch  upon  a  branch,  lest 
the  principle  of  the  gambit  should  be  lost  in 
its  ramifications,  and  the  attention  diverted 
from  the  leaditag  efi^ect. 


~-9 
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SEQUEL 


•      .       '  rr 

I    4  .     »• 


< 


TO  THE  FIRST  BACK  GAM^E  ; 

Shewing houf  io  accomplish  a  MafCf  if , the  King  ftfita^  to-  * 

take  the  Bishop.  ,  , 

8. 
W.  The  king's  bishop  takes  the  pa\v^n,  and 

gives  check, 
B.  The  king  ^  his  bishop's  square. 

\     ■   9.     '    ^  ■    '     "1 

W.  The  king's  knight  at  the  adverse  king's 

4th. 
B.  King's  knight  at  his  bishop's  3d. 

10.  *  .      *  '     '•    -^ 

W.   King's  bishop  at  his  queen's  knight's  Sd. 
B-  The  queen  at  her  king's  square. 

•  11."  •  '  ^      '■ 

W.  King's    knight    at    the    adverse    king's 

bishop's  2d« 
B.  The  rook  at  his  king's  knight's  square. 

12. 
W.  King's  pawn  1  square. 

B.  Queen's  pawn  2  squares. 

13. 

W.  The  pawn  takes  the  knight. 

B.  The  pawn  takes  the  pawn.  '      '  - 

W,  The 


1 
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W.  The  biskqp  takes  the  ^wn. 
B.  Queen's  Ushop   at  the   adverse   king's 
knights  4Ch.    • 

15. 

W.  The  queen  at  her  king's  square. 

B.  Qneen's  bish(^  at  his  king's  rook's  4th. 

16. 
W*  Queen's  ptwft  S  squares^ 
B.  The  bishop  takes  the  knight 

17. 
W.  The  queen*s  bishop  gives  check. 

B.  The  rook  covers  the  check. 

18,   '^ 
W*  The  knight  at  his  king's  bishopV  3d. 
B.  The  bishop  takes  the  bishop. 

19- 
W.  The  knight  takes  the  bishop. 
B.  The  queen  at  her  king's  bishop's  2d, 

20. 
W.  The  knight  takes  the  bishop. 
B«  The  queen  takes  the  knight 

si. 

W.  The  queen  takes  the  qucepik 
B.  The  king  takes  the  queen. 

22.. 
W.  The  bishop  takes  tlj«  ^wk  j  and  winf  the 

game. 

SECOND 
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W.  The  queen's  pawn  2  squares. 

B.  King's  knight  at  the  adverse  kiim^^s  4th. 

W.  Queen's  bishop  at  his  king's  bishop's  4th. 
B.  King's  bishop's  pawn  2  squares* 

W. 
W»  Queen's  knight  at  his-  queen's  2d 
B.  Tlie  queen  at  her  king's  Sd. 

W.  Queen's  bishop's  pawn  2  squares. '  ^ 

B.  Queen's  bishop's  pawn  1  square. 

W.  The  pawn  takes  the  pawn. 

B.  The  pawn  takes  the  pawn. 

l& 
W.  Queen's  rook  at  his  bishop's  square. 

B.  Queen's  knight  at  his  bishop's  3d.  ^ 

17.        ^ 
W.  The  knight  takes  the  knight. 
B.  The    king's    bishop's    pawh    takes    the 
knighf. 

W.  The 


18.      " 

W.  The  1^^^  :tel5<4}flti  fmtOiiBak  to  his 
king. 

B.  ThetMftg  c45fcl«*9Vitli  hisrbefc'    ^ 

tv..,'V. .;  \i9,'.  :     :  ■  .  .,.'y 
W.  The  queen  at  her  fid  square. 
B.  King's  rook's  pawu'i  Square. 

20..' 
W.  'Queer's    rook    at    the'  adverse'  'queens 
bishop*si4tli,.      ...  ...         ^    , 

.  Queen  s  rook  at  his  queeti  s  square. 


'  «, 


vrf     C-    :      •  .  * 


21.r 

W,  King\s  bishop  .at  his  queen's  foto|c's  ^|^  /, 
B.  King's  knight's  pawn  2  squares, .  \,  ..    / 

22.. 
W.  Queen's ; bishop  athis king's  94k    -  -  C- 
13.  The  rook  takes  the  rook. 

W.  The  knight  takes  the  rook. : 
B.  The  queen  at  her  3d  squftrCi ,  a 

24.5. 
W.  The  queen  at  her  king's  rook's  3d.  '• 
B.  The  king  at  his  knight's  fid.       ^ 

W.  The  queen  takes  the  queen.  ' 

D.  The  rook  takes  thequecii. 

W.tiueen's 
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W.  Qaeeii's  rook's  pa^vn  1  square.    .  "     - 

B*  Tte  king  at  his  :k»ight's  34*    . 

27- 
W.  Queen's  knightV  pawn  2.  squares. 
B.  Kiug'^  rook's  pawn  1  square. 

28. 
W,  Queen's  knight's  pawn  1  square. 
B.  The  knight  at  his  king's. Sd. 

.   '  29.      '     ; 

W.  The  rook  at  the  adverse  queen's  bishop's 

2d,        •  -  -  ^  ^        .     *^'  . 

B.  The  rook  at  his  queen's  2d. 

30. 
W    The  rook  takes  the  rook. 
B.  The  bishop  takes  the  rook, 

SI. 
W.  The  king  at  his  knight's  Sd. 
B.  King's  rook's  pawn  .1  square. 

32.  . 

W.   Queen's  bishop  at  his  king's  bishop's  2d. 
B.  The  king  at  bis  rook's  4th.: 

33. 
W.  The  king's  bisht^  gives  check. 
B.  The  bishop. covers  the  check, 

.'      •  •     34. 
W.  The  bishop  takes  the  bishop. 
B.  The  king  takes  the  bishop: 

W.Tlie 
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35. 
W.  The  knight  gives  cl 
6.  The  king  at  the  ad  ve 

3f  lie  ouoj 

W.  The  king  at  his  roo 

B«    The  king  at  the   ac  *Mar)aip)iafnin)Qop(nio|p9|i«3j| 

3d,  wpw  «V>  01  poQM  9q  niA  nfooq  paAMd^ 

W .    1  be  knight  at  his  k  ^  ^^mm  jim  a^  Xq  poAaou  mimi  paAiacoi 

B.   The  knight  at  his  ki:  mp  an  voq  INA  mo  paAOum  aq  iha  siiooh 

38 

ignMM  aq  )0B  idu  Qoisuzadm  lapun  pvai 

W.   The  bishop  at  bis  ki  ^  ^  panallnp  n|Ooq  poi  laAiaqs  aouaidjM 

B.    King's  pawn  I  squai  iado  av  "og  «looq  ifwipooad  punoqun 

35 

W.  Queen's  rook*s  paw  iDviaaiONoa 

B.  King's  pawn  I  squ^  saAivHHJXwajaidwcx) 

40  aiuiiDvaiKM^saivwdasvasn 

W.  The  bishop  ^t  his  k:  fHoa^^toq 

B.  The  knight  takeu  tJ  ''^^f'^CjA^ll/ 

wins  the  party.  .         ^  ,.mtj 


'mft 


auwfil 


During  the  latter  pa    ^    aaAaaSSH      .y^ 
whites  had   the  majori       f  ) 

blacks  that  of  three  pa^  -.^.  vucaia  derivable 
from  ^  the  bishop  could  »ot  countervatl  the 

manoeuvring  of  three  pawns. 

COMPENDIUM 
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GAMBIT. 

From  all  the  preceditig  forms  of  this  gambit 
it  appears^  that  tm  th)e  system  6£  attron  and 
counteraction  there  pufstiedi  the  blacks  ftiiwt 
win,  if  they  do  not  at  the  seventh  move  with- 
draw the  bishop  to  tire  king'*$  second ;  and 
that  therefore,  on  the  part  cf  the  white  pieces, 
it  is  expedient'  to  change  the  mode  of  opera- 
tion previous  to  that  move.  When  the  black 
bishop  checks,  at  the  fourth  countennove,  no 
eventual  good  is  obtained  by  covering  with 
the  pawn.  Cun^its^oham  dhews  that  the  step 
below  is  an  effbctive  substitution. 


1. 
W.  The  king's  pawn  2  squstres. 
^B.  I'he  same. 

a. 

W.  Kitig's  bishop's  pawn  2  squai:es« 
B.  iThe  pawn  takes  the  '^wn* 

^*  ILiqg's  knight  at  ;his  bishop'3  3d« 
B.  King's  bishop  at  his  king's  Sd. 

W.  The 


/ 
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W/  Tiie  kiug's  bi&hop  at  hia  queeo's  bkl^op's 

4th. 
B.  The  bishop  gives  check* 

5* 
W.  The  king  at  his  bishop's  square,  (a)       J  ^ 
B.  Queen's  pawn  1  square. 

6. 
W.  Queen's  pawn  S  squares. 
"B.  The  queen  at  her  king's  bishop's  3d. 

W.  King's  pawn  1  square. 

B.  The  queen's  pawn  takes  the  pawn. 

8. 
'  W.  The.  queen's  pawn  takes  the  pawn. 
B.  The  queen  at  her  king's  Sd^ 

W.  The  .  queen's  bish<^    takes    the    gambit 

pawn. 
B.  Queen's  bishop  at  the  white  king's  knight's 

4th. 

Notes. 

(n)  Playing  the  king  to  the  bishop's  square,  makes 
it  impossible  for  the  adversary  to  preserve  the*  gambit 
pawn,  which  it  will  be  always  in  your  power  to  take ; 
and  you  will  acquire  by  it  a  constant^- attack  upon 

W.  Queen's 


I 
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10. 

W.  Queen's  knight  at  his  bishop's  Sd. 
B.  Queen^  bishop's  pawn  1  square* 

11. 
W.  Queen^s  knight  at  his  king*s  4th*    The 

whites  have  the  advantage  of  position^  and 

must  win. 
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WITH  SI^  BACIL  games: 
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1  .    4   <  4 
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■|  1  ■  <  ♦ 


r  I         I 
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r  f    •        ♦» 


s. 


•  •  f  V  .... 

MTv  Q&^'s  bishop's  pawn  2  squares.   .        . 
B*  The^  pj^wu  takes  the  paWD« 


% 


i  tR£  tlVZt^'s  GAMBIT* 

3. 
W.  King's  pawn  2  squares,  (a)  jp$ 
B,  King's  i^wji  a',sqpaf4s.j^)j4::gf 

4. 
W.  Queen's  pawn  1  sc^rc.  (c)  ^C^ 
B.  King's  bishop's  pawn  2  squares*  (rf) 

W.  Queen's  knight  at  his  bishop's  Sd. 
B.  Kind's  knight_at,his  bishop  &3d^      . 

.  6. 

W.  King's  bishop's  pawn  1  sauar^^ 

B.  King's  li«^)  at  H^^ 

adversary  would  have  confined  youf  queen's  bishop^ 
during  half  tlite^  game.'  ITie  sutjefl:  oftKe  first  back 
game. 
*  <A)  Kj  lh«ttad^or tkeyifig^  <ftfs,^1iift  li^^rt^HJ»i'J»««5- 

s^^tif^?  Sichhi^httr  ^iAi:  M  if*W  iiiid^  h^iftSti^* 
pushed  this  pawn,  nor  sustained'  the  gambit  pawn,  you 
must  have  pushed    your  king's  bishop's  pawn   two- 
squares,  in  order  to  have  three  pawns  in  front,    ^^ 
'     (0  Had  you  tii8^'*«S  4ifl^'^^ivfrn;-^u?^Uou^^ 
have  lost  the  advantage  of  the  attack.    THt-sUlJiS  oP 
die  third  back  game.  /> 

your  kmg's  bishop^  pawn   two  Squares,    you  woiild^ 
have  procured  for  yotii'p'ittibsr'tnlfiWre-^ittettyio^^  ^ 


tmaH^'tiAMt:  I 


#.'^aeea»s'kifi^1it^atil4roori':4ii  '(^^4;^ 
B,  Th6  bishop  takes  the  king^skriignt'Q^)  , 

'•8.  .   ■ 

W.  The  rook  takes  th^  f)ishop* 
B.  The  Kin^<^s«K£  (^^4:^  ' 

W.  The  knight  returns'.tto  his  queen*s  bishop's 

qj  r  -     *.      •  f    •  '         ..    r.    .    •     ..  .0 

B.  The  pawn  .takes  the  pawH 


I , 


Ndies. 


9  b 
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(e)  It  instead  of  j^yUi^ytmr  kd^rVa  oT^f  iH 
get  rid  of  his  king^s  bishop^  according  to  the  rule  pre« 
scribed  in  the  first  party,  note  (r)>  you  had  taken  tbf. 
gambits  pawn,,  you  had  lost  the  game..  The  subjecp. 
of  the  fourffi  b^cK  garni.'  '  i  '       ^  '    ''' 

(f)  Ift  instead  of  taking.  y6ur  knight,  he  had  played 
his  bish«;J.to  jsouijt.qiiQffi'^  fouftfi^.  ypuiWi^t' hayW 
attacked  him  with  yoi^r  kin^s^kiiig^f»,and.l|^fthi^'n(l| 
possibility  of  escape. 

(f)  If  he  had  pushed  his  queen's  knight^s  pawn  two 
squares,  in  order  to  sustain  the  gambit  pawn,  he  had 
lost  the  game;  (as  is  exemplified  in  the  fifth  back 
gi^i)  antf  if,  iinistea&  of'  tliat^  or  the  move  he  has 
zSS^&i^'  h?  had  dhoseri  to  take^  ybiir  king*s  pawn,. 
your  talcing  his  capturing  pawn  would  not  commit 
yoA??"to-Kii"  k'nighf ;•  Be«kusfe,  were  hfe^'to  tak'e  vlv^i^ 
his  knight,  he  would  lose  the  gamfc,'  tiifbu|h'a'  sul>si- 
4[i^Qt  check  from  your  queen. 

W.  The 


THE  queen's  gambit. 


K* 


W.  The   king!s   bishop    takes    the  jg^hi^ 

pawn.  ih)4^  /  ;/  '    . 

B.  "The  pawn  takes  the  pawn. 

W.  The  pawn  takes  the  pawn,,  (i)       .  o: «     'i 
B.  Queen's  bishop  at  his  king's  bishop's  4th. 

12.  ' 

W.  Queen's  bishop  at  his  king's  3d.  _ 

B.  Queen's  knight  at  his  queen's  Sid.  /    -^ 

13. 
W,  The  queen  at  her  2d  square. 
B.  Queen's  knight  at  his  3d  square.    '  ^     '  ' 

14.-    ■ 
W..  The  bishop  takes  the  knight  .   , 

B.  The  rook's  pawn  takes  the  bishop. 

].  '       15. 

W.  The  king  castles  on  his  queen's  side. 
B;  The  king  at  his  rook's  isquare; 

Notes. 

4  .  .  -  .  •         .  * 

■  .  •  ■•  ■  .  '  ■         '  •  V 

(h)  This  critical  move  requires  a  baclc  game:  if  you  . 
had  taken  the  nrst  of  his  double  pawns  with  your  . 
king's  bishop's  pawn,  you  would  have  lost  the  game. 

(i)  In  taking  with  this  pawn^  you  give  your  rook  - 
an  opening  upon  his  king. , 

W,  The" 


«*■«.■ 


16. 

W.  King's  rook  at  the  adverse  king's  knightV 
4th.  '       . 

B.  King's  knight's  pa W  1  square. 

W.  The  queen  at  her  king's  3d. 
B.  The  queen  at  her  3d  square. 

18.   ' 
W.  The  knight  at  Ws  k?ng's  4th. 
B.  The  bishop  takes  this  knight 

W.  The  pawn  takes  the  bishop ;  uniting  with" 

his  queen's  pawn.* 
B.  The  king's  rook  at  his  king's  square.  ^ 

Vf.  The  king  at  his  queen's  knight's  square. 
B.  The  queen  at  her  bishop's  4th.  (A) 

-  -  W.  The 

Notes, 

{k)  Your  queen's  imposing  aspeA  on  the  adversary's 
left  wing,  continually  alarms  him  for  the  safety  of  his 
king.  He  sees  that  were  you  to  place  your  queen's 
rook  at  the  king's  biAop^s  square,  he  could  only  pre- 
vent check-mate,   wer^  he  to    keep  the    queen,   by 

...  "      placmg-' 

*  It  is  not  striAIy  uniform  to  insert  comments  in  the 
text,  yet  as  the  ease  of  the  reader  seems  consulted  by  it,, 
when  they  are  so  simple  as  to  require  no  pause^  the  Editor 
retains  them  there. 


»-.' 


B.  The  pawn  takes  the  queen, 

W,  Queen's  rook  at  its  icing's  square. 
B.  The  king  at  his  knight's  %jL  Q}        :v 

W.  The  king  at  his  queqn's  binrap  »  2a. 
B.  King's  rool|;>  pawn:'  I  ffjm^        ' 

W.  King's  rook  at  its  Right's  3^. 

B.  p»^]pjJS>ta^^8,kiijg>?ft9kV»,,4^    ■-      ' 

"     ,  25.     .  ,  ,    •      ■       ,> 

W.  Th^  ropH  ^ail^d  ls»y  tjifi  kgigllt  «t  iti 
queen's  knight's  3d. ; 

y^.  The  queen's  pawn  1  square,  to  make  ftn 

opening  for  your  rook^nd  bishop. 
B,  The  pawn  takes  the  pavn. 


pI«;ii)gh«:»V*e  cqontet'J^uare,  vrtw*  wfliOdtontradt 
Jicr.  sphere  of  adion  very  ipuoh ;  lie  th«i;?foic  makes  an 
oflfer  to  cl\ange  thf  queens,  as  the  tnost  eligible  mode 
<tf  extinguishing  the  danger ;  ^hieh  you  must  accept, 
or  give  him  the  attack. 

0)  Some  moves  whkh  want  a,n  ohvipus  motive,  are 

C3?pliined  by  thV  ifollowing  move* 

W.  Tbe 


B.  Queen's  £9^  jff  itf  ^cietiVi  ft^pii^*     -    '  • 

8(9. 

W.  QueeaViTfoiic  &tit«  qoeeft-s  «<}u)sreL   ^    <' 
fi.  The  knight  at  its  king'fi  iMttef^B  ad  V  .:! 

25. 
W.  The  kind's  rook  gives* <;fcetk.' 
R  Thfi^iiig  at4iiistook'«  squafft  '  / 

30,  ■   '  ' 

W.  Thf  .bjsho^  at  .^e  ^(ly«fsf,  «^v^;^;  4tl»;^ 
to  stop  thfe  adve,;s^iy'<|>fy^^r,j  ,;,.,  ,  ,,;t  .11 
B.  The  knight  ^es  th|?,))ishop. 

W.  The  rook,t%|iff^t^frljw^t.I-;r-^  ?••;:!;!  il 
6.  King's  rook  at  its  Itm^op's  square. 

W.  Queen's  rodB'jlt  its  <]fHeenVid.     i'    "  ^ 
B.  King's  rook  at  the  adyerse  king's  bishop's 

4th.  •■•.■:     ;    ■;•  -•:•-.. -i ^•■••T  rir 

W.  Queen's  rook  at  its  king's  Sd.     , 

B.  Qu^en'^pawn  1  square.         -  i:   •  ^ 

\^  Tlie  paira.  takf  s  th«  pawn;  ^  > 

-/  W.  King's 


I 

ss: 

W.  Kiag'-«  rttok  at' tlic  adveitse  kklg^s  «di    • '^ 
B.  King's  iMiigltt's  pawn  1  squarei    ^     -  .'  -^l 

36.' 
W.  On^^e^  t)i&.rffoks  Uke$  tl]fe  pavB.     ''^    V 
B.  The,.rp«fc  WlftB  tber^oki ;;:  -::',;   .ii"   U 

37. 

W,  The  rook  takes  the  rook.  .  :f 

B.  The  rook  gives  check  at  the  adverse  kmg's( 

bishop's  Sd. 

38. 

W;  Thekiti^  at  his  queetlVfei5ihop*s  3^. 

B.  The  rook  takes  tfte  pawn.;    ;     .  !,    . 

*'♦"** '*^0.'    ^  •'-*-'•  ""        '  *      ■*' 

W.  The  rook^s  pawn  3  squares,  (wi) 

fi.  King's  knight'i  pawii  1  squarei      *      »^   •  ^' 

W»  The  rook's  pawn  1  square. 

B.  The  knight's  pawn  1 6qu??e,  i  " .  -  . : « 0  /"^^ 

.,••'.    ^  ■    •      41.  -   -::::  •  I  /-..;>:  :: 

W.  The  rook  at  its  king's  square 
B*  The  knight's  pawn  .1  square. 

^    Ndtes: .  /  V. 

(m)  If,  inftead  of  playing  this^  you'  had  taken  his 
pawn  with  your  rooki  you  <  would  have  lost  the  game; 
because  your  king  vroyld  hayb  prcv^nted  ypur  rook 
from  arriving  at  the  prqof^^^n  li|^e»,tn  timfi  tp;^i>t>ithei 
passage  of  his  knight's  pawn. 

W.  The 


«< 


Tk»  ^ijitn*9  dATkihr:  ^ 


42. 


W.  The  rook  at  its  king's  tctiighfi  square./  ;;' 
B.  The  rook  gives  check.     :  ■  '  '       .      -    '^ 


"W.  The  king  afhls.  queeii's  tjishdp's  4fh. 
B.  The  rook  at' the  adverse  king's  knight's 'dd. 

44.'  ,  •<    . 

W.  The  rook's  pawn  1  square.  , 

Wk  I'li  1  ••  ..>..'. 

B.  The  rook  at  its  knigbt  s  Sd. 

W.  The  king  takes  the  pawn. 
B.  T^c  rook's  pi^wn  1  ;squ«ire;  ^  : 

4i6S, 
W.  The  king  at  the  adverse  queeil'sikiiight's  3d* 
B;  J  The  f  ooV's  pfavn  I  aquaie.  >. 

47. 
W.  The  rook's  pawn  T  square.. 


•  ¥     > 


t  ''TT 


B.  The  rpok  t^kes  the  pawn,  (w)        '  'V  ^.,  *  V, 


•       • 


48.  •    ' 

W,  The  rook  takes  the^pawp.  (o)  \.     r 

B.  The  rook  at  his  king's  rook's'  2d. 

•    •      -•■  Notes. 

(k)  Had  he  ji^ot  takes^  your  pswn^  you*  wot^ld  haTe 

k    *  A. 

wqa  the  game  immediately. 

(o)  Ify  instead  of  taking  his  pawn,  you  had  taken 
rookf  you  would  have  lost  the  game. 

W.  The 


•j  ' 


I    I 


w>         «wftyfi¥^><s 


•        \ 


ACL 

B.  the  pawn  1  squarq.,,    ,   ...  ,  .  ^    ,,  .,jx  M 

B»  Xbp  king  at  his  knig^t;s  ?4-.  "    ! , , .  .  i    f^ 

,  ■    •  -'  ■'    51.. '  "  "     ". 

W.  The  pawn  1  square.  .  .  „,•  ,  ^ 

B.  The  king  at  his >night's  34.       ''   "  / .. "  I 

■■        5S-.  ■      '-'" 

W.  The  king  at  the  adverse  queen's  bishop's 

3d.  .       :./; 

B.  The  king  at  his  knight's  4th.     '       '  •  -    '^ 

W.  T^  pawn  J  square.  ir      ■       .1  '^^ 

B.  The  king  at  the  pdMeise  rlqiBgriv.koigftt'iI 

4th. 

54.  ••■•'•    'TT 

W.  The  pawn  advances.  .  "    ii 

B.  Takes  the  pawn  with  the  rook,  apd  playing 
afterwards  his  king  upon  the  rook,  it  must 
be  a  drawn  gime.  ,  V      ^      i    a 


^PW* 


wvr 


In  pursning  «.  literal  course  througli  tKe 
steps  of  this  gambit,  the  attention  is  repaSa*'' 
bV  numberless  strokes,  well  d[e^igned  and.  well 

parried* 


r     -    • 


T0¥  ftVSBi(^:i3  fisyiMflr^  it 

parried.  It  is  observable  that  this  is  the  first 
party  that  hg^  pftt  p^W^^  wifb  Ittif  move  of 
the  king's  pawn.  For  the  leading  steps  of 
this  model;  the  boai'ds  of'Eui^opjE;  are  in- 
debted to  a  pity  m  ikfi  iEASTrrjthe  East 
whicb  as  it  gave  birth  to  Chess,  haa  had 
expert  players  from  an  immemorial  era. 
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FIRST 


A. 


TO  THE   QUEEJ^r's  QAXBIT, 


. '  *  •» 


On  #:^  T^irrf  Move  of  (he  fFhite: 


*      V 


W.  The  king's  pawn  1  square. 

B.  The  king's  bishop's  pawn  2  squares* 

4. 
W.  The  king's  bishop  takes  the  pawn. 
B.  King's  pawn  1  square. 

5, 
W.  King's  bishop's  pawn  1  square. 
B.  King's  knight  at  his  bishop's  3d. 

6.  . 

W.  Queen's  knight  at  his  bishop's  3d. 
B.  Queen's  bishop's  pawn  2  squares. 

.7. 
W.  King's  knight  at  his  king's  2d. 

B.  Queen's  knight  at  his  bishop's  3d. 

W.  The  king  castles. 

B.  King's  knight's  pawn  2  squares. 

9. 
W^  The  pawn  takes  the  pawn. 
B.  The  queen  takes  the  queen.     -,       * 
^  •'•'  ^  W.  The 


W.  The  rook-t«be»  thcr  fl^ee.n,  '  .    .     '  'r^ 

B.  The  king's  bi8ho{>  t^&eit  th^  pawiv ,  .  ^'  ^ 

U. 
W.  King's  Hilt^t  at  hi&  <queen!s  4th.       . '   . 
B.  The  ki^  a^  his  Sd  sqoare*. '   r:  <.'.. 

W.  Queen's  knight  at  his  foot's -^th.    •       •   ' 
B.  KingV  bishop  at  his  queen's-  3d. 

13. 

.     ...  r 

W.  The  knight  takes  the  knight, 
B.  •  llie  pawn  ^ tikes  the  knight. 

W.  King*s  bishop*?  pawn  1  square. 
B.  King's  rook's  ^^wn  1  square. 

15. 
W.  Queen*s^ishop  at  his  queens  2d  square. 
B.  The  knight  at  his  queen's  4th.  ^ 

16. 
W.  King's  knight's  pawn  1  square. 
B.  Queen's  bishop  at  his  queen's  Sd. 

17. 
W.  The  king  at  his  bishop's  2d. 
B.  Queen's  bishop's  pawn  1  square. 

18. 
W.  The  knight  at  his  queen V  bishop's  3d.      * ' 
B«  Queen's  bishop  at  his  queen's  bishop's  dd. 
i'.  W.  The 


W.  The  knight  ttlk««  the  fciSittt.'' 
B.  The  pawn  tafcdithii'ftiiig^ 

SO. 
W.  King's  Ui^op  at  bis  klft^'k  3di  ^ 
B.  Queen's  rook  at  itl  kitig'd  kntglA^  H^r^,' 

21. 
W.  Queenr's-  bishop  at  htsr  9d  squkr^i 
R  The  kings's  knight's  paNm  takes  thb^dtin. 

22. 
W.  The  bishop  takes  the  rook. 
B.  The  pa>7a  takes  the  kiugVi  pawn  g^^^f 

check. 

25: 

)!►  W.  The  king  takeS  the  pawfi* 

B.  The  rook  takes  the  bishbpi 

W,  King'^  bishop  at  hig  5d  sqiiafe. 
B.  The  king  a<!  his  3d  squart. 

25; 
W,  King's  rook  at  his  queen  ■i*2di 
B.  The  queca^s  pawn  gives  check. 

26. 
W.  The  king  at  his  bishop's  3d; 
B.  Queen's  bishop  at  the  adverse  kin^V41^    v 

27. 
W.  Queen's  rook  at  his  king's  square.  '  ^ 

B.  The  king.at  his  queen^S'4tb. 

W.  King'a 


•     \ 


* 

.  I 


"W.  King's  rook'a€  lis  king^  2d. 
B.  Th?  rook  at  its  king'j,  sc^ujire.  .  - , 

tt^i»  Kings  knigiit*s  pawn  i  square; 
B.'.  The  bish'op  takes  the  bishop.  • 

30. 
wy  "Xlie  Tctok  takes  tlie  raok* 
B.  The  pawh  takesrtlie  pawn*  . 

W.  i^ueen's  roo'fe's'piiv^n  f  sqi^irc, 

B.  Queen's  Bisnop  s  pawn  1  square.        *  . 

1^.  I&ng'i  rod^'  ilt  tlic  adverse  tsLittg^s  rook*V 

tfeita'fd;  ■      .  ■    .'.  .  •    ;       •' 

K  '^H^^h's  pawn  1*  square^ 
'      .'*   ■  V   .     ,  53, 

w.' xhe  l^ing  at  His  3d' square. 
B.  The  king's  bishojTs^  gives   eliectsf  iCt  hi*' 
queen's  bishop^s  4th. 

W.  The    king    at  his    bishop's  4th   squarCi 

having  no  better  place. 
B.  The  queen's  pawn  1  square,  and  wins  the 

game. 


■ji  I  ■  *« 


u 


Iff 


^^  APlBN/Sr^Alom 


»  • 


The  mode  in  the  Cunningham  Gambit  was^ 
synthetical:  but  it  will  be  recoyeQ:ed,  tliat 
the  conduct  of  thii^  gambit  is  properly  analy- 
tical.    The  first  form  of  it  presents  a  series 
of  moves  critically  good;  embracing,  through-, 
out,    the    expedient,    in  moving    for    bp'tU 
parties.     Slightly  surveyed,  it  may  seem  less 
brilliant  than  the  ba,ck  games,  as  the  baJ^ncp^ 
of  play  precludes  a  decisive  result,  whil^  it 
is,  on  that  account,   $uperit)r  to  them/  As 
tl)e  management  of  the  queen^s  gambit  ^ 
ctelicate,  and  depends  on  circumstances^  .ap- 
parently trivial,    at  the  opening;    the  backr 
games  are  to  shew  the  advantage  which  one 
party  gives  to  the  other,  by  deviating  -  fforn^* 
th&  model  at  particular  ^ages. 


..A 


*  ■ 
V 
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SECOKD 
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T«[£  QU££N:6  OAMBIT.  17 


/\ 


SECOND  BACK  GAME, 

to  THE  QU^EEN's  gambit, 

f     - 

On  the  Third  Move  of  the  Black. 

3. 
W.  King's  pawn  2  squares. 
b.  Queen's  knight's  pai^n  2- squares, 

.  4,  • 

W.  Queen's  rook^s  pawn  2  squares. 
B.  Queen's  bishop's  pawn  1  square. 

5. 
W.   Queen's  knight's  pawn  1  square. 
B.  The  gambit  pawn  takes  the  pawn* 

6. 
W.  The  pawn  takes  the  pawn. 
B.  The  pawn  takes  the  pawn. 

'  f: 
W.  The  king's  bishop  takes  the  pawn,   and 

gives  check. 
B.  The  (bishop  covers  the  check 

8. 
W.  The  queen  takes  the  pawn. 
B.  The  bishop  takes  the  bishop. 

9. 
W.  The  queen  takes  the  bishop,  and >  gives 
check. 

B.  The  queen  covers  the  check. 

VOL.  II.  C  W.  The 


10. 
W.  The  queen  takes  the'queen. 
B.  The  knight  tikei  the  queett) 

W.  King's  bishop's  pawn  S  squares. 
B.  King's  pawn  1  squate. 

12. 
W.  The  king  dt  his  Srd  sqital*. 
B.  King's  bishop's  pawn  2  squares. 

13. 
W.  King's  pawitl  1  square. 
B.  King's  knight  at  his  king's  2d. 

14 
W.  Queen's  knight  at  his  bishop's  3d. 
B,  King's  knight  at  his  queen's  4th. 

15. 
W.  The  knight  takes  the  knight. 
B.  The  pawn  takes  the  knight. 

16. 
W.  Queen's  bishop  at  its  rook's  Sd. 
B.  The  bishop  takes  the  bishop. 

17. 
W.  The  rook  takei  the  tnsbojp. 
B.  The  knight  at  his  2d  square. 

'  i«. 

W.  The  knight  at  his  bishop's  3d  squafe. 
B,  King's  rook  at  its  qUieti'S  kniglit's  squire. 

W.  Thfr 


19. 
W.  The  kmgltt  at  his  king's  Sd. 
B.  The  king  at  his  3d  square.  f 

20. 
W.  King's  rook  at  its  queen's  rook's  square. 
B.  King's  rook  at  its  queen's  knight's  2d. 

ai.      * 

W^  The  queen's  rook  gives  check. 
JR.  The  knight  covers  the  check. 

W.  King's  rook  nt  the  adverse  queen's  rook's 

^   4th- 

6-  King's  knight's  paM^n  1  square. 

23. 
W.  The  knight  at  his  queen's  bl&hop's  3d. 
B,  Queen's  rook  at  its  queen's  square. 

24. 
W.  The  queen's  rook  takes  the  rook's  pawn* 
6.  The  rook  takes  the  rook. 

25. 
W.  The  rook  takes  the  rook^  and  must  win 
the  game. 


THIRD 


so  THE  queen's  gambit. 

THIRD  BACK  GAME, 

,    TO  THE  queen's  GAMBIT, 
On  ihc  Ihurth  Maoe  of  the  HltUe* 


* 


4. 

W.  The  queen's  pawn  takes  the  pawn. 
B.  The  queen  takes  the  queen. 

W.  The  king  tajces  the  queen.^ 

B.  Queen's  bishop  at  his  king's  3,d. 

6.  : 

W.  King's  bishop's  pawn  2  squares. 
B.  King's  knight's  pawn  2  squares. 

7. 
W.  Queen's  knight  at  his  bishop's  Sd.    . 
B.  Queen's  knight  at  his  queen's  2d. 

8. 
W.  King'3  rook's  pawn  1  square.  / 

B.  King's  rook's  pawn  2  squares. 

W.  Queen's  bishop  at  his  king's  3d. 
B.  The  king  castles. 

10. 
W.  The  king  at  his  queen's  bishop's  2d. 
B.  King's  bishop  at  his  queen's  bishop's  4th. 
^      ^  W.  Tlic 


1     A  X 


''';/.   v..  I 


i-y-l  <■ 


THE  QUEEK's  gambit,.  2U 

W.  The  bishop  takes  the  bishop. 
B.  The  knigrht  taikes  tl^e  bishop, 

\% 
W.  King's  knight  at  his  bishop's  3d. 
B.  Queen's  bishop's  pa;«rn  i  sqijjare.         ,ii      ? 

is:- 

W.  King's  kni^bt  at  the  adtcrde  king^S     ■  ^ 
^  knight's  4th  sqvaxf.  J i  .^^     ,  .  /   A 

B.  Queen's  knight's  pawn  Si /squajGes;  . 

14. 
W.  King's  l^ishop'^lt;  Ks  king^  2d.       .       „  *   , 
B.  King's  kiiight  at  his  king's  i2d.   ' 

15.  . 

W,  The  knieht  takes  the  bishop. 
B.  Tie  pawn%ak«  the  knight.  -       :'    "   " 

.      16. 
W.  Queen's  rook's  pawn  S  squares-         .  , 
B.  Queen's  knight   at  the  adverse  queen^s 
knight's  3d. 

.17. 
W.  Queen's  rook  at  its  J2d  square. 

B.  Queen's  rook's  pawn  1  square. 

18. 
W.  The  pawn  takes  the  pawn. 
B,  The  rook's  pawn  takes  the  pawn. 

W.  The 


19- 
W.  The  rook  gives  thtck. 

B.  The  king  at  hh  quefe'ii'S  itntght'»  id. '   ^ 

W.  The  rook  t^aJtes  the  W>oik. 

B<  The  rook  tMtes  l^e  f^tk.  I  -^ 

21.  . 

W.  Tlie  rook  «t  its  ^[iieel£>  Ai|uanl.  .  t 

B.  The  queen's  knight  fgrnta  chtck  lit  tjk^ 

white  qwQai^.iMli. . 

22.* 

W.  The  king  at  his  queen's  knight's  squaiie, 
'    B.  The  king  at  his  queen>  knight's  3&. 

23. 
W.  King^s  knight's  pawn  2, squares. 
B.  The  pawn  takes  the  pawii. 

W.  The  pawn  takes  the  j)awn. 

B.  Queen*s  !rish6jp*s  ^aiwti  4  isq^iaHe. 

25. 
W.  King's  knight's  pawn  1  squai*c, 
B.  King's  knight  at  his  queen's  bishop's  3d. 

W.  The  bishop  at  i»s  king's  knight's  ^tlv 
B.  Queen's  knight's  pawn  1  square. 

•87. 
W.  The  knight  at  his  iing'^  2d. 
B.  King's  knight  at  his  qaeen's  rook's  4tb. 

W.  The 


I     A  »    • 


&  • 


28, 
W.  The  knight  takes.,  ^b^  IflH^^    - 
B   The  pawn  takes  the  knight. 

29.  .   , 
W.  The  bishop  takes  the  pawn. 
B.  The  king  at  his  queen^s  lM6lioplB>  4th. 

30. 
W.  King's  bishop's  pawn  1  square. 
B.  Qtwea^s  fzmn  l^qu^re*    * 

W.  The  king's  bishop>  pawn  takes  the  pawn. 
B-  The  knight  at  ilik  S^FSg^e  j|l«p9'f5  Jo^ 

32- 
W.  The  pawn  1  square 
B.  The  rook  at  itjs  qu@em!$  roojk's  ;squ9^e. 

33. 
W.  The  rook  takes  the  pawn. 
B.  The  rook  giyes  check. 

34. 
W.  The  king  at  liis  queen's  bishop's  2d. 
B.  The  rook  gives  check-mate  at  the  bishop's 
square. 


:  .  ♦ 


FOURTH 


t4  txte  Q0££k's  oabibit. 


FOURTH  BACK  GAME, 


TO  THE  queen's  GAMBIT, 


OnM^  S^aenih  Move  of  the  WhiU.. 


.••   >-.  i  '.7.  ^ 
W.  The  king's  bishop  takes  the  gambit  pawn. 
B.  The  pawn  takes  the  pawn. 

■■'  '  t.."  ;  8-:  '     *       '''^^    •  • 

W.  The  paw^takes  the  pawh.  •   : 
B.  King's  knight  at  the  adverse  king's  kmght's 
4th. 

W.^King's  knight  at  his  rook's  3d:  '     '^ 

B.  The  queen  gives  check, 

10. 
W.  The  king  at  his. queen  s  2d. 

B.  King's  knight  at  the  adv«erse  king's  3d.  ^ 

•  .  1 ......  .      ■ .  . ' 

W.  The  queen  at  her  king's  2d. 
B.  Queen's  bishop  at  the  adverse  king's 
knight's  4th. 

12. 
W.  The  queen  at  her  3d  square. 
B.  The  king's  knight  takes  the  pawn. 

W.  King's 


■I  .....  .      . 


TBVtf«t£N*S'fiAlJtBIT.  i^ 

.  13.,,,  ,   , 

W.  King's  knlgnt  at  his  own  square. 
B.  The  que^p  ..^,  the  ad  verse /king^'s  square, 
giving  check. 

14. 

W.  The  king  retires. 

B.  The  king's  bishop  takes  ^he  knight^  and 
must  win  the  game. 


{ 


Jli  L      .1 


•  • 


■p.    • 


1 
I 


FIITH 


0 


Sl6  THE  ftVBEIV'a  *4i«9<Tt 

FIFTH  BACK  GAME, 

to  'THE  Q0EEN*S  GAMBiT,. 
'  On  {he  Eifrhth  Mope  of  the  Blact. 

8. 
W.  The  Took  takes  thef  bishop. 
B.  Queen's  knight's  pawn  2  squares. 

9. 
W.  The  knight  at  the  adverse  queen's  bishop's 

4th. 
B.  The  king  castles. 

W.  Queen's  rook's  pawn  2  squares. 
B.  Queen's  knight  at  his  rook's  3d« 

11. 
W.  The  knight  takes  the  knight 
B.  The  bishop  takes  the  knight. 

12. 
W.  The  rook's  pawn  takes  the  pawik 
B.  The  bishop  takes  the  pawn. 

13. 
W.  Queen's  knight  pawn  1  square. 
B.  The  king's  bishop's  pawn  takes  the  pawn. 

14. 
W.  The  queen's  knight's  pawn  takes  the  pawn. 
B.  The  bishop  at  his  queen's  2d. 

W.  QueenV 


IS. 
Vf.  Queen's   bishop,  at   the   aldvtrse   king"* 

knighf  s  4th. 
B»  The  pawn  takes  the  pawn. 

W.  The  pawn  takes  the  pawiL 
B.  The  king  at  his  rook^  square. 

*   17. 
W.  Kingp's  i)ish(^  at 'hb  queen^  3d 
B.  King's  rook's  pawn  i  square. 

W.  King's  rook's  pawn  2  squares. 
B.  The  pawn  takes  the  bishop. 

yfi  The  fMnoL  >takes  the  pawn. 
B.  The  knigbrat  his  rook's  4tk 

ao. 

W.  The  bishop  at  the  adverse  king'^  knight's 

B.  The  knight  at  the  adverse  king's  bishop's 
4th. 

«1. 
W.  The  queen  at  her  bishop's  2d. 
B.  The  knight  takes  th?  bishop,  to^void  the» 

mate. 

2.9.  N 

W«  The  ^fueen  takes  the  kniglii^. 
B.  The  bishop  at  his  kiog's  bithc^'s  4th.         * 

W.  The 
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23. 

« 

W.  The  queen  gives  cheeky 

B.  The  king  retires.  u.    .  -.' 

•  . .  Sm^f*  .  i    ."    ■ '  ■     !   '^ » *  I 

W.  King's  knight's  pa^a  1  square. 

B.  The  bishop  takes  the.pawn.     ;  •-.  '|  'ju  !'  ." 

,  Sfid*  .    1     » -     '  .  ' '  '  *1    !.  i  I    -       • 

i  ai 

W.  The  queen  takes  the  bfthop. 

B.  The  queen  a£ .  her  king's . bishop's  &d. li -  -    ^ 

W.  Queen's  rook  at  the  adverse  queen's  rook's 

^/i  ' »     «  . '  •»    f  J  >  ' 

«^U*  .     *  .       ^    ,.    i  I  -  ,'  4 

R  The  queen  tafce«  the  qiieenl  :       .     m' 

W.  The  queen*s  rook  takes  the  queen. 
B.  King's  rook  at  its  bishop's  £d. 

« 

W,  The  king  at  his  2d  square. 
B.  Queen's  rook's  pawn  2  squares. 

29-. 
W.  Queen's  rook  at  the  adverse  king's  3d. 

B.  The  rook's  pawn  1  ^qiiare. 

30. 
W.  The  rook  takes  the  pawn. 
B.  The  rook's  pawn  1  square. 

31. 
W.  King's  roojc  at  its  queen's  rook's  square. 
^.  The  rook's  pawn  \  square. 

W.  Queen's 
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32- 

W.  Queen's  rook  at  its  king's  3d. 
B^  King's  rook  at  its  bishop^s  3^. 

33. 
*W.  The  king  at  his  queen's  3d.       '  . 

Bl  The  rook  gives  check. 

34.     '      . 
W.  The  king  at  his  4th  square. 
^B.  The  rook  takes  the  rook. 

35. 
W.  The  king  takes  the  rook. 
B.  The  rook  at  its  queen's  rook's  3d. 

36. 
W.  The  king  at  his  queen's  4th. 
B.  The  king  at  his  bishop's  Sd. 

37. 
W.  The  king  at  his  queen's  bishop's  3d.  ^ 
B.  Tie  rook  give^  check. 

38. 
W.  The  king  at  his  queetf  s  knight's  4th. 
B.  The  rook  takes  the  pawn. 

39. 
W.  The  rook  takes  the  pawn. 
B.  The  king  at  his  2d  square. 

40. 
W.  Queen's  bishop's  pawn  I  square. 
B.  King's  knight's  pawn  2  squares. 

W.  The 
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41. 
W.  The  rook  at  the  adverse  queen'^B  rook's  2il. 
B.  The  king  at  his  queen's  square. 

42. 
W.  The  king  at  the  adverse  queen's  knight'& 

4th. 
£.  The  knight's  pawn  1  square, 

48. 
W.  The  king  at  the  adverse  queen's  bishop's- 

3d. 
B.  The  rook  gives  check. 

44. 
W.  The  pawn  covers  the  check. 
B.  The  pawn  takes  the  pawn. 

45. 
W.  The  pawn  takes  the  pawn. 
B.  The  king  at  his  own  square. 

46. 
W.  The  rook  at  the  adverse  king's  knight's  Qd. 
B.  The  rook  at  its  king's  rook's  Sd. 

47. 
W.  The  king  at  the  adverse  queen's  bishop's 
2d,  and  by  pushing  his  pawn  he  will  win 
the  game. 


SIXTH 
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SIXTH  BACK  GAME, 

TO  THE  queen's  GAMBIT, 
On  the  Tenth  Move  of  the  White. 

10. 
W.  The  king's  bishop's  pawn  takes  the  pawn, 
B.  The  king's  knight  take»  the  king's  pawn. 

11. 
Vf,  The  knight  tak^  the  knight. 
B.  The  queen  gives  check 

12- 
W.  The  knight  at  his  king's  knight's  3d. 
B.  Queen's   bishop    at    th$  adverse    king'« 
knight's  4th. 

13. 
W.  The  king's  bishop  at  his  king's  fid. 
B,  The  queen  takes  the  rook's  pawn. 

14, 

W.   King's  rook  at  its  bishop's  square. 

B.  The  queen  takes  the  knight,    and  gives 

check. 

15. 

W.  The  king  at  his  queen's  2d. 

B.  Queen's  knight  at  his  queen's  2d. 

16. 

W.  The  rook  takes  the  rook. 

B.  The  rook  takes  the  rook. 

W.  The 


5t 
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17. 


W.  The  queen  at  her  king's  squire. 
B.  The  rook  at  the  adverse  king's  bishop's  2d, 
and  must  lirin  the  game. 


P*IV*MMi^^-^M 


Setting  ^aside  the  move  in  each,  which  is 
distinctly  pointed  out  as  inducing  defeat  in 
its  ultimate  tendency,*  the  moves  in  these 
back-games  are  made  with  a  penetrating  re- 
gard to  consequences ;  and  in  a  circumspection 
in  the  use  of  stratagem  and  resource,  which 
is  not  detected  intermitting,  in  any  of  the 
skirmishes  of  the  party,  may  be  traced  the 
revising  attentions,  and  mellowing  toi;iche»» 
of  a  succession  of  players. 


i. 


H 


Regular 


33 


-/'iMau 


THE  range  of  gambits  is  not  compldted^ 
and  yet  we  propose  to  enter  on  some  regular 
fxaittes.  Without  proceeding  on  the  idea, 
tiiat  the  reader  will  phiy  tht  games  as  tihejr 
lure  |>reieated»  tbe  order  of  whicih  a  diversity 
in  the  degi^  of  proficiency,  and  an  indivi* 
dual  pursuit  of  peculiar  attainments,  as  desi- 
derata, will  tKiSs^vm  enff  one  tnore  or  less 
to  break;  it  wUl  perhaps  be  expe6ted,  that 
modes  of  play,  which  by  their  properties  seem 
assigned  to  a  common  class,  should  not  be 
detached  in  their  arrangement,  without  apo- 
logy or  explanation* 

The  various  gambits  agree  in  this,  ths^t 
they  proceed  rather  on  experiment  than  op 
system,  and  the  surrender  of  the  pawn,  is  a 
feature  common  to  them  all:  but  they  so 
diverge  in  the  field  of  stratagem  after  this 
step,  that  their  course  of  evolutions  cannot 
be  traced  to  any  participation  of  principle, 
nor  is  there  any  necessary  connexion  between 
them. — For  these  reasons,  and  that  the  cul- 
tivation of  regular  play  may  not  continue 
suspended,  without  an  adequate  cause,  the 
Editor  follows  the  arrangement  of  Phili- 
noR,  in  introducing  some  examples  of  attacjc 
/uid  4c|fifpce  stridly  systematic  before  the 
VOL.  II.  D  Salvio 
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Salvio  gambits.  By  pursuing  alternately  thcf 
severe  walk  ft^f 'method, 'Whidtf  moves  to  the 
end  *  by  a  gradual  process ;  <  and  the  devious 
flight  of  adventure,  which  attempts  the  game 
t>y  a  coup  de  main;  the  spirit,  of  each  may  be 
rendered  easier  to  sei^^.  ais  the  traits  ia^  which 
.their  oppiosition  consists^  arei  seen  in  contract. 


I  '  » 


JTtetft  jReguIie  pact?, 

WITH  FOUR  baC^  games; 

The  first  on  the  Third  Move  of  the  Blacky  the  Second  on  ihc 
Fourth  Move  of  the  fFhite^  the  Third  on  the  Fifth  Move  of 
the  Blacky  the  last  on  the  Sixth  Move  of  the  White. 

1. 

W,  The  king's  pawn  2  squares.  ,  , 

B.  The  same* 

W.  King^s  bishop  at   his  queen's   bishop^^ 

B.  The  same,  (i) 

Notes. 

'I  » 

(a)  This  ish  the  best  place  the  king's  bishop  can 
occupy  in  the  first  moves  of  a. party;  here,  he  batters 
the  adverse  king's  bishop's  pawn,  against  which  the  ' 
first  attacks  are  generally  fomied. 

(i)  The  black  being  able  to  play  different  way6,  Hfc 
WiU  make  diflferent  parlies  of  itr  '     '    , 

W.  Queen^ 


FIEST  BEOUXAE  FA&TT«  SS 

S; 
W.  Quel's  bishop'S  pawn  1  square* 
B.  The  queen  at  her  king's  Sd  square,  {cj^ 

4. 
W.  King!s  knight  at  hU  bishop's  3d.  (rf)  ^ 

B.  The  same-  (e)  ^ 

•  5.  .       ' 

W.  The  quqen  at  her  king's  2d. 
B.  Queen's  pawn  1  square.  {/) 

Notes. 

,  ;(f)  He  pseventr^ypu.  frpm  establiihing  two  pawns 
a^breast,  and  occupying  the  centre*  To  prevent  that, 
the  black  has  three  other  ways  of  moviagat  this  period, 
the  etk£ks  of  wUch  are  severally  shewn,  in  the  first 
back  game,,  the  supplement  to  the  first  back  game,  and 
the  third  back  game. 

(d)  If  you  had  moved  this  knight  to  your  king's 
second  square,  you  would  have  lost  the  game:  one 
obje£t  exemplified  in  the  second  back  game. 

(e)  He  would  have  laid  a  foundation  for 'his  own 
defeat,  had  be  taken  your  pawn  with  his  bishop:  ano- 
ther objedt  exemplified  in  the  second  back  game. 

.  (/)  Had  he  attacked  your  king's  bishop's  pawn  with 
his  kiiighty  it  would  have  given  you  time  to  establish 
your  pawns  in  the  centre.  The  consequence,  is  see^ 
in  the  third  back  .game. 

W.  Queen's 


/ 


•     ' 
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6. 
W.  Queea's  pawn  1  square*  (^g)  j^> 
fi.  Queeii's  bishop'^  pawn  1  square*  <A) 

7. 
W*  King '3  rook's  pawn  1  «quar& 

B.  The  same,  (i) 

8. 

W.  Queen's  bbhop  at  his  king's  3d.  (A) 

B.  The  king's  bishop  takes  the  bishop.  (0 

W.Thfe 

Notes. 

(g)  If  you  had  pushed  this  pawn  two  squares,  you 
might  have  oMit^  the  center  for  a  ihomc^  Imt* 
eottld  not  hav^  remaitted  diere;  as  is  shewn  hf  ibt 
IbuMi  back  game. 

{i)  If  he  had  moved  his  queeil^  1>i^op  to  'yotit 
kiftg's  kni^*s  fourth  square,  you  must  equally  hav^ 
advanced  your  king's  rook's  pawn;  you  must  never 
leave  your  superior  pieces  to  the  menace  of  the:  adverse 
bishop. 

(i)  The  pawns  have  been  played  on  both  sides  C9 
prevent  the  bishops  from  becoming  troublesome  to  Jthe 
kn^htt. 

H)  When  your  queen's  pawn  cotmot  »be  inteiyosed 
to  the  AiElion  of  the  adverse  king's  Insfaop  upon  your 
king's  bishop's  pawn,  you  must  have  your  queen's 
bishop  in  reserve,  to  be  posted  at  your  king's  third 
square ;  because  the  queen's  bishop  is  the  only  piece  which 
can  effe£tually  be  opposed  to  the  adverse  king's  bishop. 

(/}  If  he  had  moved  back  his  king's  bishop,  instead 

'         of 


9. 
W.  The  queen  takes  the  hishop. 
B*  Queen's  bi^op  at  his  king's  3d* 

10. 
Wi  The  king'3  bishop  takes  the  bisl)op. 
E  The  queen  takes  the  bishop,  (m) 

W.  Queen's  knight  at  hi&  queen's  fi<L 
B^  Tbci  same. 

W.  The  king  cwUe9  with  his  rook^ 
^  Th«  warn. 

Notes. 

of  taking  jrour  bishop,    he  would  have  lost  a  turn: 

when  you  exchainge  pieces  it  is  an  advantage  to  take 

first; 

(m)  An  additional  advantage  now  appears  from 
playing  your  king's  rook's  pavm  at  die  seventh  move, 
for  he  might  at  present  attack  you  with  his  king's 
knight,  and  afterwards  play  his  king's  bishop's  pawn 
to  bring  the  knight  again  into  aftion ;  these  hits  ought 
to  be  eagerly  improved,  especially  in  parties  wherein 
your  adversary  forces  out  your  knights  before  your 
pawns*. 


The 


3^ 
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'» 


wfSSSSSfSSmSSSSK  , 


t    f      .'  ♦ .  i 


The  game  is  equal;  tKe  white  has  only,  ii^hat 
he  set  out  with,  the  nibVe ;  he  who  can  first 
bring  his  kind's  liishop'^pawii  into  playi.by 
pushing  it  two  squares,  without  'making  ^ny 
sacrifice,  or  deranging  his  pieces,  will  have 
the  superiority  of  situdtioti.  -The  uniformity 
arises  from  the  hlack  player's  -making  his 
moves  duplicates  of  the  adverse  moves,  which 
he  has  hitherto  done  with  propriety  and  sucs- 
cess :  but  such  a  plan  of  .countera^ion  is  to 
be  pursued  with  reservje.and  discrimination, 
and  not  excessively  or  mechanically.  A 
plp^yer '  who  should  continue  it,  from  this 
situation^  having  the  move  against  him,  would, 
cert^inlv  lose.  .  -. 


•1  « 
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FIRST  BACK  GAME,; 

On  the  Third  Move  of  the  Blacks- 

W.  Queen's  bishop's  pawn  1  square; 
B..  Queen's  knight  at  his  bbhop-^s  dd.  (tf ) 

4. 

W.  Queen's  pawn  2  squares^ 

B,  The  pawn  takes  the  pawn.  (A)  ,^ 

W.  The  king^s  bishop  takes  the  pawn, 
B,  The  king  takes  thebishop.  (c) 

Notes, 

(a)  He  plays  this  knight  to  h]n4(sr  ^rou  from  pushing 
your  queen's  pawn  two  squares.  Jf,  instead  of  this 
]^night,  he  had  played  his  queen's  bishpp's  pawn  a 
square,  your  next  move  might  equally  take  place. 

(b)  He  might  have  withdrawn  his  bishop  Co  his 
queen's  knight's  third,  which  ^  movie  will  make  ^  sup- 
plement to  this  back  game^ 

(r)  If  hjs  refuse  (o  t^ke  your  bishop,  you  must  take 
his  king's  knight,  and  push  your  queen's  knight's 
pawn  two  squares,  attacking  his  bishop ;  and  afterwards 
push  the  same  pawn  upon  his  knighjt,  in  order  to  take 
the  pawn  with  your  queen's  bishop's  pawn  gratuitously, 
instead  of  changing  pawns* 

W.  The 
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6. 

W.  The  queen  at  the  adverse  king's  rook's 

4th. 
B.  King's  knight's  pawn  1  square. 

7. 
W.  The  queen  taken  the  bishop,  and  will  hav^ 

a  veiy  good  game. 


/ 


SUPPLEJJiENT 


SUPPLEMENT 

/  - 

to  tfirft  9t»St  BACE  QiAlfS^ 

.    Onihe Fourth  Mi09C ^ Ofe Kmk. 

W.  The  queen's  pawn  fi  squares. 

B*  King's  bishop  at  his  q^era^  knight^  iS4 

S.  ''-■'    — 

W.  King's  knight  at  hh  )^ing's  Sd. 
B.  King's  knight  at  his  bishop's  3d« 

6. 
W.  The  queen  at  her  3d  square. 
B,  The  king  castles. 

7.     ;   , 

W.  King's  bishop's  pawn  8  squares^ 
B.  The  king's  pawn  takes  the  pawiu 

W.  The  king's  pawn  1  square,  (u) 
Bv  The  queen's  pawn  £  Equates,  (i) 

Notes. 

(a)  If  on  this  attack,  he  withdraws  his  knight,  he 
gives  you  an  opportunity  of  establishing  your  pawns  in 
the  centre. 

(h)  He  hereby  limits  the  operation  of  your  king's 
bishop,  and  gains  time  to  assign  a  place  of  safety  and 
utility  to  his  knight. 

W.  King's 
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W.  King's  bishop  at  his  queen's  knight's  3d. 
B.  King'f,kiu|;ht  at  the  advdM-kieg'is  4th. 

10. 
W.  The  queen  s  bisliop's  pawn  takes  the  pq.wn, 
B.  The  king's  bishop'$ipawn  2  squares,  (c) 

Wf.'.3^'^eeii'«:kiiight  at  his:<bish6p's  3d.' 
B.  The  queen's  bishop  At  his  king's  3d.  (<0 


*  « 


''   'Notes. ' 


I. 


)  t 


(c)  In  order  that  he  may.  place  his  queen's  bishop  at 
his  king's  third  8q|if^fp^)i^idipiit.disti|r^l^ffM^,'^oiP;yQiir 

pawn, 

.     •     •  • 

(d)  In  this  situation  the  black  pieces  have  as  good  a 
game  as  the  white ;  there  is  indeed  a  pa.wn  passed  and 
sustained  on  the  sidb  pf  t^e  white  $  but  th!$  advantage 
is  counterbalanced  by  the  imposing  attitude  of  the 
black  king's  knight,  who  cannot  be  dislodged  but  by 
changing  piecd  fdr  piece ;  and  in  th^t  case,  the  pawns 
of  the  black  .W9uld  unite  in  {he  centre,  givitfg>  equalljf 
to  them  as  to  the  white,  a  passed  pawn^ 


Liii-    7-.      '..' 
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SECOND  BACK  GAME, 

On  ike  Founh'M^oi  qf  ihe 


4. 

W,  King's  knight  at  hi?  king's  Sd.,(a) 

B.  The  king*3  bishop  takes  the  pawn,  and 

gives  check, 

5. 
W.  The  king  takes  the  bishop. 
R  The  queen  ^t  her  bishop's  4tii,   giving 

check, 

6. 
W.  The  queen's  pawn  covers  the  check. 
B.  The  qupcn  t^kes  the  J^ishop*  i  ;      .  . 

7  •     '     '- 

W.  Queen's  knight  at  his  rook's  3d. 
B.  The  queen  at  her  king's  3d.  lb)  \ 

Notes, 

{a)  If  this  move,  did  not  cost  you  a  pawn,  it  woubl. 
undoubtedly  be  the  most  politic,  as  it  is  the  most  coi^* 
venient  place  for  the  knight ;  because,  here  he  does  not 
obstrudl  the  passage  of  the  pawns.  But  it  is  some* 
times  expedient  to  obstru£l  the  pawns  with  the  knight, 
to  avoid  a  greater  disadvantage.  See  the  supplement  to 
this  back  game. 

{by  The  black  must  win  the  game,  having  the  ad*" 
vantage  of  a  pawn,  added  to  a  good  situation. 

SUPPLEMENT 


H  rm%T  ftxaus^AR  7A»TT. 


SUPPLEMENT 

TO  THXvSSCQND  BACK  GAME, 

On  the  Fourth  H^oe  of  the  White. 

4. 
W.  King's  knight  at  his  bishop's  3d, 
B.  The  king's  bishop  takes  the  pawn,  and 
gives  check,  (a) 

W.  The  king  takes  the  bishop. 

B.  The  queen  at  her  bishop's  Atik^   giving 

check, 

6. 

Wt  The  queen's  pairn  covers  the  cheek, 

B.  The  queen  takes  the  bishop. 

7. 

W.  The  king^s  knight  takes  the  king^s  pawn. 
B.  The  queen  at  her  king's  3dr 

8. 
W.  The  queen  at  her  king's  bishop's  3d. 

B*  Qu^een's  pawn  1  square* 

Notes, 

(a)  Tbkf  b;  fordng  your  king  to  move^  disaUet 
him  from  castling ;  but  there  is  no  disadvanti^  involved 
id  not  catling,  when  your  pieces  can  easily  get  out ; 
very  often  k  is  even  better  S0|  provided  your  kiijg  ho 

safe. 

'1  W.  King's 


PtESt  tlEdtf  tAft  'fAMr. 


ft 


W.  King's  knight  at  hi^  queen's  .^d. 
B.  King's  knight  at  his  bishop's  3d. 

lb. 
W.  King's  rooic  at  its  king's 'square, 
fi.  The  king  castles.  (6) 

Nttes, 


45 


'  »» 


{1}  So  tttuated  iht  white  player  haft  the  advantage^ 
his  pieces  being  brooght  out  to  better  et£e3tf  and  tnoti 
conveniently  arranged* 


THIRD 


THIRD  BACK  GAME, 

On  the  Fifth  Mqo^  of  the  Black., 

,'        'i  .".f     .;■•;.  : 

Si 

•  E. 

W,  The  queen,  ^t  teir  king's  3d. 
B.  King's  knight    at.  the    adverse,  king's 
knight's  4th. 

.    6. 

W.  Queen's  pawn  2  squares. 
B.  The  pawn  takes  the  pawn. 

7. 
W.  The  pawn  takes  the  pawn. 
B.  The  king's  bishop  gives  check. 

8. 

W.  Queen's  knight  at  his  bishop's  3d.  {a) 

B.  The  king's  knight  returns  to  his  bishop's 

3d.  (A) 

Notes. 

{a)  If  he  take  this  knight  with  his  bishop  it  will 
mend  your  game,  because  the  change  will  bring  your 
pawns  into  the  centre. 

{b)  You  might  push  your  king's  pawn  on  his  knight, 
and  get  two  moves  by  so  doing ;  but  this  pawn  once 
pushed,  your  adversaiy  would  offer  twice  to  change  it^ 
by  pushing  his  queen's  pawn  a  square,  and  his  king's 

I 

bishop's  pawn  a  square:  your  pawn  would  then  remain  j 

alone  and  separate ;  it  is  therefore  better  to  leave  your  \ 
two  pawns  a-breast,  to  avoid  opening  your  game.    In 

marching  his  kniglit,  and  retrogading,  he  has  uselessly  \ 

consumed  two  moves.  | 

W.  King  s 
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9. 

W.  King's  bishop  at  hiii  queen  VSik 
B.  The  king  castles,  (c)     ,     ,   ,^ 

10. 
W.  The  king  castles* 
B.  The  queen's  pawn  1  squkre* 

11. 
W.  King's  rook's  pawn  1  square. 
B.  The  same. 

12.. 
W.  Queen's  bishop  at  his  queen's  Sd.  (rf) 

Notes.  ' 

(c)  He  castles,  to  attack  your  king's  pawn,  with  his 
took;  you  must  therefore  castle,  to  be  ready  to  sus- 
tain the  pawn  with  your  counter-rook. 

{d)  It  is  evident  that  the  white  player  has  the  better 
game,  having  the  4id«intagq.o£  three  moves  more  than 
the  blacky  and  the  centre  pawns  tactically  advanced; 
nothing  remains  on  the  side  of  the  white,  but  to  remove 
the  obstruflion  to  the  motion  of  the  king's  bishop*^ 
pawn  as  soon  as  possible ;  that  will  decide  the  gaqne 
against  the  black.  ' 


FQURTH 


4$  ttftit  RtOULAlt  PAittt* 

FOURTH  BACK  GAME, 

On  the  SiM  Mom  of  Oe  Jf^l^. 

ft 

W.  Queen's  pawn  fi  sqiww^ 
B.  The  pawn  takes  the  pawn. 

:  7. 
W.  The  pawn  takes  the  pawn. 

B.  The  king's  bishop  gives  check. 

8. 
W.  The  queen's  bishop  covers  the  check. 

B.  The  bishop  takes  the  bishop. 

9- 

W.  The  queen's  knight  takes  tlie  bishop. 

B.  Queen's  pawn  1  square. 


This  party  is  equal;  your  pawns  in  the 
centre  are  broken :  this  mode  of  play  may  be 
ventured  with  an  antagonist  to  whom  you 
give  some  advantage :  by  such  a  player,  you 
rely  that  every  critical  opportunity  will  not 
be  seized,  or  you  would  not  give  the  advan 
tage. 


Second 
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VARIANT  FROM    THE  TIKST   PARTY,  AT  THE 
SECOND  MOVE  OF  THE  BlACK. 

K 

W.  The  king's  pawn  2  squares. 
B.  The  same. 

2. 
W,  King^s  bishop  at  his  queen's  bishop's  4th. 
B.  King's  knight  at  his  bishop's  3d. 

3. 
W.  Queen's  pawn  1  square. 
B.  King's  bishop  at  his  queen's  bishop's  4th. 

4. 

W.  King's  knight  at  his  bishop^s  3d.  (a) 
$.  Queen's  pawn  1  square. 

Notes. 

(a)  Though  stationing  Ac  pieces  before  the. pawns, 
must  not  be  wantonly  engaged  in,  I  think  this  play  is 
necessary  in  the  present  situation,  to  keep  the  advan- 
tage of  the  move;  nevertheless,  you  might  at  the 
fourth  move  push  your  king's  bishop's  pawn  two 
aqpares :  such  a  game,  though  it  embarks  in  danger, 
is  caiqilated  to  disconcert  a  mere  observer  of  routine, 
to  whom  some  advantage  is  ^ven. 

ir^iu  E  W.  Queen's 
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'  5. 

W.  Queen'^^  bishop's  pawij.  1  ^  square.^ 
B.  The  king  castles.  {Vy 

W.  Qiieenjsi  cook's,  paj^rn  g.  squares. 
B.  The  same,  (c) 

W.  The  king  ca&tLe^« 

B.  Queen's  bishop  at  his  king's  34,  (^i) 

W-  The  bishop  take^  the  l^ip^pv 
B.  The  pawn  takes  th^  bishop. 

Notes. 

(i)  If^  instead  of.  castliugr,  he  had  play^  his.  queen's 
bishop  to  your  king's  knight's  fourth,  you  might  have 
played  your  queen  to  her  knight's  third,  which  would 
have  given  you  the  game;  but  should  he  play  the  same 
bishop  to  his  king's  thitd,  take  him  with  yours^  and 
afterwards  play  your  queen  to  her  knight's  third. 

(r)  If  he  had  not  adopted  counterplay,  his  king's 
Inshop  inust  have  been  forced  by  your  pawns* 

{d)  Had  he  played  this  bishop  to  your  king's  knight's 
fourth,  you  must  have  pushed  your  queen's  pavm; 
and,  varying  again,  if  he  take  your  king's  knight 
with  his  bishop,  you  take  with  your  knight's  pawn, 
the  better  to  bring  your  rooks  into  play,  as  they  then 
have  an  approach  t6  die  pawns  that  cover  the  adverse^ 
king. 

#.  The 
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9* 
W.  The  ({neeo  at  her  knight's  3d.  (e) 

B.  The  queen  at  h$r  bishop's  sqpftre. 

10. 
W.  Queen's  pawn  1  square. 
B.  The  king's  pawn  takes  the  pawn. 

W.  The  pawn  takes  the  pawn. 

B.  The  bishop  at  his  queen's  knight's  SA  (/} 

12. 
W,  Queen*s  knight  at  his  bishop's  3d. 
B.  The  same. 

13. 
W.  Queen^s  bishop  at  his  king's  Sd. 
B.  King's    knight  at   the  adverse    king's 
knight's  4th. 

Notes. 

(e)  Your  queen  attacks  two  pawnt^y  which  your 
adversary  can  only  sustain  by  placing  his  queen  at  her 
bishop's  square;  this  situation  may, take  place  in  the 
first  moves  of  a  party,  and  very  frequently  your  adver- 
sary finds  himself  unable  to  sustai^i  the  two  pawns  at 
once. 

(/)  If  he  had  played  his  bishop  to  your  queen's 
knight's  fourth,  your  must  have  sustained  your  kind's 
pawn  with  your  queen. 


W.  King's 
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14. 
W,  King  s  rook's  pawn  I  square,  {g}  ^ 

B.  The  kmgkt  takes  the  bishop. 

15.  . 
W.  The  pawn  takes  the  knight. 
B.  King  s  rook's  pawn.  1  square.  (A) 

16. 
W.  King's  knight's  pawn  2  squares. 
B.  The  same. 

17. 
W.-  King's  rook  at  its  bishop's  2d. 
B.  The  queen  at  her  2d  square.  ; 

Notes. 

(g)  You  thus  force  the  knight  to  retreat  or  to  take, 
which  is  better  than  sufieriiig  him  to  hover  over  the 
pieces,  to  make  a  capture  at  his  own  discretion. 

{h)  He  ptays  this  pawn  to  hinder  your  kni|^t  from 
attacking  his  king's  pawn,  as  otherwise  he  woul(!  be 
forced  to  defend  it  with  his  rook,  which  would  afford 
you  time  to  double  your  rooks  on  the  file  of  your 
king's  bishop.  It  is  proper  to  observe,  that  in  almost 
every  case,  whoever  commands  an  opening  with  double 
rooks,  must  have  the  advantage;  it  is  therefore  an 
established  maxim  not  to  yield  up  these  passes. 

•  ■        •  • 

W.  Queen's 
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18. 

W.  Queen's  rook  at  its  king's  bishop's  square* 
B.  The  king  atliii  biig]|t's  Jd-jCtp 

'      Notes. 

t   *  ...... 

(/)  So  situated,  the  white  must  have  chiefly  in  view 
ta  oblige  ^e  adversary  to  push  his  king*li  pawn  a 
s<iua]:e»  so  that  .he  may  place  a  knight,  sustained  by 
two  pawns,  at  the  fourth  square  of  the  adverse  king's 
bishop,  which  ought  to  decide  the  game  in  his  favour : 
the  black  will,  in  opposition,  seek  the  means  of 
doubling  the  two  rooks,  and  bring  the  queen's  bishop's 
pawn  into  play,  by  pushing  him  two  Sqtiares* 


(  .  ;  .'. 
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Variant  from  the  First  Party,  at  die  Second 

Move  of  the  Black, 

•  r 

KritB  TERES  3ACIC  GAMES} 

Qn  the  Thirds  the  Seventh^  and  the  Bieventh  Move  of  the  Slack* 

1. 

"W.  The  king's  pawn  $  squaresl 
fi.  The  same. 

2. 
W.  King's  bishop  at  his  queen's  bishop's  4th. 
B.  Queen's  bishop  s  pawn  1  square*  (a) 

3. 
W.  Queen's  pawn  2  squares. 
B.  The  king's  pawn  takes  the  pawn.  (&)  «^ 

Notes. 

(a)  He  prepares  to  push  his  queen's  pawn  two  squares, 
in  order  to  intercept  the  action  of  your  king's  bishop» 
occupy  the  centre  with  his  pawns,  and  recover  the  ad- 
vanuge  of  the  move. 

(i)  He  might,  according  to  his  first  design,  have 
pushed  his  queen's  pawn  two  squares.  This  will  fiir- 
ntsh  interest  (w  a  t^ck  game. 

W.  The 


1 


I 
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4. 
W.  T!i6  quctem  takes  die  ^iTa. 
B.  Queer's  pawn  1  square*  (<?)  . 

W.  King's  bishop's  pawn  2  ^squares,  ' 

B.  Queen's  bishop  s^t  hi^  kjing's  Sd.  (jf)  > 

W.  The  bi$k(^  talies  the  J^st^p.     ,. 
B.  The  iHWii  *»M^  ^  hi^ 

W.  Que<n's  bishoi^'s  pawn  9  s^ipres.    - 
B.  Queen^spawn  1  i^quaycf  (e)ij^  .1 


(c)  If  hehad  playolMi  kiog*a  kii%|itta  hil  U^p*s 
i&ini  aquBTe,  you,  mtist  have  mwkd.  tho  fcaigte  \^ 
.yolsr  kug's  p&wn*  by  Hnrhich  (il«y  yoii  IvItoU  have  ^g^tei 
many  moves.  •    ''     ; 

(d)  if,  ihsttafl;  lie  hiA  ikimiced  hU  kuig'a  bi^p's 
pkvm  two  sqkiardi,  yd^  nibst  liieii  liaVe  |^)^ad  ytSir 
kShg'spawn. 


:  ^ 


(e)  He  pakes  this  move  in  order  to  break  your  pawi^s 
in  the  centre,  or  be  able  to  establish  his  pawns  strongly 
on  his  queen's  side:  he. would  have  played  wrong,  had 
he  pushed  his  queen's  bishop's  pawn  upon  your  queen  ; 
as  appears  by  a  back  game. 

W.  The 
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8. 

W.  The  queen's  bidk(^'s  pawn  takes  the  pawn. 
B.  The  king's  pawn  takes  the  pawn,  {f) 

W.  King's  pawn  1  square. 

B.  Queen's  bishop's  pawn  1  square. 

10. 
W.  The  queen  at  her  king*s  bishop^s  ad.  (g) 
B-  Queen's  knight  at  his  bishop's  Sd* 

11. 
W.  King^s  knight  at  his  bishop^s  3d.     '^ 
B.  Queen's  pawn  1  square.  (A)  .^ 

Notes. 

if)  It  would  h^ve  bem  improper  for  the  adverj^arjr 
to  take  with  his  queen's  bidiop's  paWn,  because  bis 
pi^es  wouM  he  coi^fined,  and  their  sphere  of  a£hkm 
less  extensive  than  yours. 

{g)  It  would  be  wrong  to  give  check  with  your 
^lf»»tn%  becftufe  it  would  ^.nswer  no  ^iseful  piirpose,  apd 
for  any  other,  she  ought  not  to  be  removed  from  one 
of  the  four  files  in  the  centre;  you  must,  on  the  con- 
trary,  keep  her  behind  your  principal  pawns,  especially 
.  in  the  beginning  of  a  party. 

(^)  It  would  have  beeo  bad  play  to  push  bis  queenS 
bishop's  pawn;  and  8^  back  game  on  this  move  will 
shew  it  to  be  of  consequence,  when  you  have  a  cordon 
of  pawns,  to  push  the  leading  one. 

W.  The 


I  ' 
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12. 

*  * 

W.  The  king  castles. 

B.  The  qaeen  at  her  4th  square. 

13. 
W.  King's  rook  at  its  queen's  square,  (i) 
6.  The  king  castles,  (k) 

14. 
W.  Queen's  knight's  pawn  I  square. 
B.  King's  knight  at  his  rdok'9  Sd 

15. 
W.  Queen's  knight  at  his  rook's  3d, 
B.  King's  bishop  at  his  kiiarg's  9d, 

.  IQ. 

W.  Queen's  bishop  at  his  queen's  knight's 
2d.  (/) 

« 

Notts. 


>■•       * 


(/)  This  move  18  indispensible  to  prevent  him  from 
pushing  his  queen's  bishop's  pawn,  which  vrouM  bring 
two  of  his  pawns  a-breaft  upon  your  ground;  besides, 
affording  a  favourable  opportunity  for  his  bishop  to  get 
out. 

(I)  If  he  had  pushed  his  queen's  knight's  pawn  two 
squares,  yoo  %vould'have  won  a  pawn,  by  attacking 
his  queen  with  your  queen's  knight. 

(/)  This  party  is  quite  even,  the  position  is  as  good 
on  one  side  as  die  other,  the  bishops  are  reduced  to  a 
narrow  field*  and  the  rooks  are  free. 

FIRST 


FIRST  BACK  GAME, 

On  the  Third  Mon>e  df  the  Bladk.  - 

W,  Queen's  pawn  2  aquanes^ 
B.  The  same. 

W.  The  kind's  jpfiSFotalfiej  jti*  jfjwril, 

B.  The  queen's  bishop's  pawn  takes  the  pawn. 

•    »'.»'»■'  f     ;  fj  »   '         ' 

W.  The  king's  hikh^p  gives  ahfeek.  {a)    - 

B.  The  bishop  covers  tAe  check. 

.'*'.:•  '    .-      —  '  ■  .    •    • 

*  o.      * 

W.  The  bishop  takes  the  bishop. 
B.  The  knight  takes  the  bishop. 

7. 
W*  The  pawn  takes  the  pawiu 
J3.  The  knight  takes  this  pftwn. 

Notes. 

»  (a)  If,  instead  of  giving  check,  you  liad  removed 
this  bishop  to  yoilr  queen's  third  square,  you  WouH 
have  lost  the  advantage,  both  of  the  move  and  of  the 
*isituation,  because  he  wouM  immediately  have  mkde 
himself  master  of  the  centre,  by  pushing  his  king's 
pawn. 

W.  The 


8. 
W.  Therq»een  at  her  %iag'^  Sd. 
B.  Tlpe  same.  <^) 

9. 
W.  ^i«<!^'»  Inight  »t  ^s  bishop's  3i^ 
B.  llifc  Inng^  caillas. 

10. 
w.  I(£wf)e^'fl  bish«^  9ffe  hk  Idmg's  bishop's  4th. 
B.  Queen's  knight  at  his  bishop's  3d. 

11. 
W.  The  king  castles. 


*   > 


Notes. 

(i)  If  he  had  sustained!  this  knight  by  any  ether 
^i^e,  he  would  have  been  Adgeft  to  l^se  Um,  inf  youi 
pmhiiig  Ae  king's  blshbpU  pawn  two  si|uares« 


I'hilibor  leaving  the  conduct  of  the  iparty 
/here-r-a4ds — ^^  Such  being  the  situation  of 
*'  the  game,  you  have  chiefly  two  Qbje6ts  in 
^^  view :  first,  to  fortify  the  queen^s  bishop, 
^^  whose  direflion  annoys  the  adverse  king; 
Ml  and  ae9(t  to.»tt»ck  the  queen's  ptwn,  whica 
^^  bdnj^  separated  firom  the  oldMr  pawns,  qui 
**  no  lotiger  be  -sMtaifted  but  by  the  pieces, 
"  It  is  ahrays  advantagedtis  to  attadc  a  sepa^ 
»  ««  rated 


66-  •pMlBA^R«6dLAii-P)klit¥.t 


"  rated  pawn,  were  it  dnly  to  employ  the  ad- 
**  verse  pieces.'^  This  direftioil' consigns  tlie 
black  pieces  to  the  defensive ":  'but  if  the 
E  Dfx  OR  rightly  interpifets  the  indications  of 
their  situation^  timid  plaiy  must  l>6  dJscwdaS. 
As  th^  black  knight  loses  two  movesj  Jiy^'thS 
retreating  course,  assigned  him  in  the  back 
gen*e,  it  is  requisite  to  attempt  a  variatioii.  '^ 


i  *  n» 


».  .         .  .    « 

^  ..■     ■•--■' 


VARIATION  BY  THE  EDITOR, 

On  ike  Tenth  Move  of  the  Black* 

.  >  .    '■     .    ,  .   .       * 

Ri^urii  the  king  to  his  squate^-^therook  ^p  faui 
square-T^the  white  queen's  bishop  to' bis  ^iiarei 
— the  black  queen's  knight  to  his  king's  fourth. 

"'  10. 

M^.  Queen's   bishop   at   his   kinffX  bishop's 

..    4tn.  .  • 

B.  The  knight;  at  fhe  adverse  queen's  bishop^i 
4th.  Ya)  ,      .  ' 

•  {a)  He  take$  an  assiiling»'  postuon,  leaYing  you'  to 
amcktbe  exposed  pa«tfl  As;^i^aD....The'|ai^ht  H 
pi^iedod  by  ao  4"4>u4c4d^  cheek  •  9eYf9i«lrpieq)^i  te 
^e  course  of  the  vari%tio,ai  are  $o  piot;^^^ 

W.  The 


II. 
W.  The  king  caatles. 

B.  The  queen  at  the  adverse  queen's  knight's 
-  4th.^  

W*  The  queen  gives  check,  (i)  . 
B.  The  rook  cavers  the  checks 

.      13, 
W.  The  queen's  rook  takes  the^pawn.  / 

B.  The  queen  takes  the  pawn, and  gives  check* 

W.  The  king  removes. 

fi.  Queen's  knight  at  his  3d  square,  (py    . 

W.  Queen's  rook  at  its  queen's  3d. 
B.  The  king  at  his  queen's  square. 

16. 
W.  The  king  at  his  queen's  2d. 
B.  The  king's  hishop  at  the  adverse  queen'« 
knight's  4th. 

Notes. 

(i)  Were  the  adverse   queen  suffered  to  take  the 

pawDy    in  the  present  situation  of  the  pieces,   there 
would  be  a  smothered  mate. 

(c)    To  prevent  check*mate.      From    the  present 

position,  he  must  not  stir,  while  the  adverse  rook  and 

queen  menace  his  queen,  unless  to  take  the  rook,  or 

to  give  check. 

X.  The 


i 
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■*** 


B 


The  black  player  has  the  best  of  the  g^nsie. 
Whatever  changes  take  place  must  be  to  his 
advantage.  As  the  juoffcare.  did  ipot  Saivote 
the  promotion  of  the  single  bkck  faam;  in- 
volved play  against  thead  verse  superior  pieces^ 
was  the  only  oipedieiit  by  which.  I^e  black 
piieces  could  auppurt,  a  competition.  If  at 
the  11th  move,  the  white  king  should  not 
castle,  and  the  attacked  pajwn  should  be 
moved  against  the  knight,  the  black  qpcQtx 
must  still  go  to  the  adverse  knight's  4tlu 


SECOND 


SECOND  BACK  GAME, 

On  the  Seventh  Move  of  the  Black, 

7.  .    ' 

W.   Quccn^s  bishop'*  pawn  2  squarei^, 
B.  Queen's  bishop's  pAWn  1  square,  {a) 

^  8. 

W.  The  queen  at  her  3d  square. 
B.  King's  knight  at  his  bishop's  3d, 

W.  Queen's  knight  at  his  bishop's  3d. 
B.  The  same. 

10. 
W.  Queen's  rook's  pawn  1  square,  (b) 

B.  King's  bishop  at  his  king's  2d. 

•  .  .       . 

,  {a)  This  allows  yoR.to  lay  a  foundation  for  a  result 
in  your  favour.  You  must  give  him  no  other  opportunity 
of  pushing  his  queen's  pawn ;  if  you  succeed,  his  king*s 
bishop  niust  remain  imprisoned,  and  your  pieces  wiU 
cover  more  ground  than  those  of  your  adversary* 

(A)  This  move  is  esseptial ;  he  would  otherwise  have 
attacked  your  queen  with  his  queen's  knight ;  by  which 
he  would  have  obtained  liberty  to  push  his  queen's 
pawn,  and  disengage  his  pieces. 

W.  King's 
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11. 

W.  King's  knight  at  his  bishop's  3d  square. 
B.  The  king  castles. 

12. 
W.  King's  knight's  pawn  1  square,  (c) 
B.  Queen's  knight  at  his  rook's  4th.  (^0 

13. 
W.  Queen's  bishop  at  his  king's  3d» 
B.  Queen's  kn^ht  at    the  adverse  quean's 
knight's  3d. 

14. 
W.  Queen's  rook  at  its  queen's  square. 
B.  King's   knight    at     the    adverse    king's 
knight's  4th. 

Notes. 

(r)  If  circumstances  had  permitted  you  to  remove 
your  queen's  bishop  to  the  king's  third  square^  he  would 
have  played  his  king^s  knight  to  his  fifth  square,  ia 
order  to  take  your  bishop,  and  free  that  of  his  king. 
It  is  convenient  to  preserve  a  bish(5p  of  the  same  diag- 
onal with  your  adversary.  The  oblique  adlioh  of  the 
t)ishop  is  very  dangerous,  and  the  best  defence  is  to 
oppose  bishop  to  bishop. 

(J)  He  plays  this  knight  in  order  to  exc^nge  him 
for  your  bishop. 


W.  Queen's 


I   j 


15. 
W.  Queen's  bishop  at  bis  king's  knifht-s 

square,  (c) 
B.  Queen's  rook's  pai«rn  1  square,  {f) 

16. 
W.  King's  rook's  pawn  1  square. 
B.  King's  kpight  at  his  bishop*s  Sd. 

W.  Qttaen'$  biistodp  ft  his  king's  Sc), 
B.  King's  knight  at  his  rook's  4th. 

^18. 
W.  Queen's  knight  at  his  king's  2d. 
B.  Queen's  knight  at  his  rook's  4th.  {g) 

Notes. 

^  (e)  None  of  the  attacks  of  the  adversary  arc  dan- 
g^rou$9  because  they  do  not  break  your  centre;  and 
you  may  dislodge  the  knights  whenever  you  please; 
this  proves  that  real  attacks  are  to  be  made  only  by  the 
cooperation  of  several  pieces,  and  very,  seldom  succeed 

with  one  or  two. 

« 

(/)  In  order  to  hinder  your  queen's  knight  from 
attacking  his  queen's  pawn. 

(g)  Instead  of  removing  this  knight,  he  might  have 
sustained  him  by  playing  ^his  queen  to  her  knight's 
third  square :  then  you  would  have  pushed  your  king's 
knight's  pawn. 

i¥O^V^-  F  W,  The 


t     f 
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W.  The  king  castles,  (A) 

Notes.        ^  ' 

{h)  In  this  situation  you  have  »  pra&icaUe  road -for 
the  attainment  of  the  game,  but  it  will  depend  on 
preventing  the  adverse  queen's  pawn  from  advancing* 
and  on  not  being  too  hasty  in  pushing  the  pawns  on 
the  right  win^/  till  the  king  is  ready  to  sustain  them. 


»f"'      ^ 


THIRD 


i 


9  , 
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THIRp  BAfcK  GAME,     

On  the  Elevpith' Mofve  of  tke.BlacK         r\ 

W.  King's  knight  f^thisjl^tshop'*  3d.  ' 

.  R  .Queen's  bishop's  p/3i|wn  1  square*      .    C     i 

.12. 
W.  Queen's  bishop  at  his  king's  SA.     '  r  ;  ' 

B.  The  king's  bishop  gives  check,     '       /  . 

13. 
W.  Queen's  knight  at  his  bishop's  3d.  {a) 
B.  King>  knight  at  his  king'«  .2d.  '  .   -       > 

;..:••   14.  •    .       ^ 

W.  The  king  castles  with  his  rook.  '     / 

B.  .King's  knight  at  his  bishopi  4th.  (b)  .     ' 

15. 
W.  Queen's  rook  at  its  queen's  square,  (c)' 
B.'  The* kings  knight  takes  the  bishop. 

Notes,  ' 

(a). If  he  take  your  kaight)  hia  queen  must  neces- 
sarily fi^ll  into  your  hands,  because,  it  cannot  be  sus- 
tained by  any  other  pawn;  besides,  you  may  attack  k 
with  all  your  pieces. , 

{b)  He  plays  this  knight  to  get  rid  of  your  bishop, 
and  open  afterwards  a  passage  for  his  king's  bishop 
upon,  your  king  and  queen,  which  would  prove  very 
dangerous* 

(r)  Your  view  is,  to  oblige  him,  either  to  sustain 
the  pawn  of  his  queen,  or  to  take  your  knight. 

W.  The 
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16. 

W.  The  queen  takes  the  knight 
B.  Queen's  knight  at  his  king's  2d. 

17.  - 

W.  The  king  at  his  rook's  square,  (rf) 

B.  The  king's  bishop  takes  the  knight  (e) 

18. 
W.  V  The  pawn  takes  the  bishop. 
B^  The  king  castles,  (f) 

Notes. 

{J)  You  migBt  have  taken  lits  queen's  pawn  with 
your  knight)  and  afterwards  played  your  queen  to  your 
king's  fourth)  to  force  his  knight;  but  he  would  then 
have  disentangled  his  queen  by^ving  check;  so  that 
this  move  is  previously  necessary. 

(e)  Being  no  longer  able  defensively  to  sustain  his 
queen's  pawn;  he  is  forced  to  take  your  kni^t^  to 
preserve  it.  ^ 

(y*)  In  this  situation)  the  white  player  must  win; 
the  remaining  measures  brings  to  hinder  the  adverse 
queen^s  pawn  froih  coming  into  play,  and  to  sustam 
tho  centre  pawns^  not  advancing  them  too  hastily. 


Fourth 
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Variant  from  the  First  Party  on  the  Third 

Move  of  the  Black, 

WITH   0K£    BACK   GAME, 
On  the  Fifth  Move  of  the  White. 

W.  The  king's  pawn  2  squares. 

fi*  The  same.  v 

2. 
W.  King's  bishop  at  his  queen's  bishc^'s  4th. 
B.  The  same. 

3. 
W.  Queen's  bishop's  pawn  1  square. 
B.  king's  knight  at  his  bishop's  3d. 

W.  Queen's  pawn  S  squares,  (a)   ♦ 
B.  The  pawn  takes  the  pawn. 

Notes. 

(a)  You  might  push  this  pawn  only  one  square^  but 
then  your  situation  would  be  the  same,  as  that  already 
*  shewn  in  the  first  variation. 

W.The 
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5. 

W.  The  pawn  takes  the  pawn,  (i)  .^i^ 
B.  The  king's  bishop  gives  checks  (c) 

6. 
W.  The  queen's  bishop  covers  the  check. 
B.  The  bishop  takes  the  bishop.  ^ 

7. 
W.  The  queen's  knight  takes  the  bishop. 
B.  Queen's  pawn  2  squares,  {d) 

8. 
W.  The  king's  pawn  takes  the  pawn^ 
B.  The  knight  takes  the  pawn.  ' 

W.  The  queen  at  her  knight's  Sd.  (c) 
R  Queen's  bishop's  pawn  1  square.  .\ 

. ,  W.  King's 

Notes. 

(^)  Instead  of  taking,  you  might  push  the  king's 
pawn  a  square,  which  would  not  be  amiss  against  a 
player  to  whom  some  advantage  is  given.  The  subjeft 
of  a  back  game. 

(r)  Had  he  removed  his  bishop  to  his  queen's  knight's 
third,  he  would  have  committed  himself,  and  conspired 
to  establish  your  pawns  in  the  centre. 

(d)  Had  he  not  played  in  this  m^mner,  he  would 
{lave  given  you  time,  to  oqcupy  the  centre  with  your 
pawnSk    , 

(e)  You  might  give  check  with  your  queen  at  your 
king's  second  square,  but  this  move  would  enable  your 

adversary 


10. 
W«  King's  kqight  at  his  king's  id. 
B.  The  king  castles. 

W.  The  king  castles  with  his  rook. 

B.  King's  knight  at  his  queen's  knight's 

3d.  (/) 

12.         . 

W.  King^s  bishop  at  his  queen's  3d- 
B.   Queen's  bishop  at  his  king's  3d* 

W.  The  queeii  at  her  bishop's  2d- 
fi.  King's  knight's  pawn  1  square. 

/      •    »  14.  ' 

W.  King^s  bishop*s  pawn  2  squares,  (g) 
B.  The  same.  (A) 

Notes. 

adversary  to  educe  his  queen's  bishop;  besidesi  the. 
king  and  queen  are,  generally,  not  to  be  placed  on  thef 
Same  line«  especially  when  the  £le  is  left  open  by  the 
exchange  of  each  party's  pawn. 

(/*)  He  plays  this  with  a  view,  either  to  get  out  his 
queen's  bishop,  or  to  remove  your  king's  bishop. 

(g)  You  push  this  pawn  to  break  the  chain  of  pawns 
that  cover  his  king. 

(A)  As  he  has  pushed  hid  king's  bishop's  pawn  twd 
squares,  you  must  endeavour  to  post  one  of  your 
l^nights  at  the  adverse  king's  fourth  square,  from 
whence  he  canilot  be  removed  but  by  an  cxchftnger,  and 
an  exchange  will  unite  your  pawns  in  the  Centre. 

W.  Queen's 
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15; 

W.  Queen's  knighf  hi  hid  khig'is|  UIsIk^'^  3d. 
B.  Queen's  knight  at  his  queen's  Sd« 

■  1^. 

W.  Queen's  knight  at  th6  advet"s6  king's  4th. 
B.  Queen's  knight  at  his  king's  bishop  Sd.  (t) 

17. 
W.  Queen's  rook  at  its  queen's  square. 
B.  King's  knight  at  his  queen's  4th. 

18. 
W.  The  queen  at  her  2d  square.  (A) 
B.  Queen's  rook's  pawn  2  squares. 

19. 
W.  King's  knight  at  his  queen's  bishop's 

3d.  (0 

Notes. 

(i)  He  will  not  concentre  your  pawns  by  taking 
your  knight. 

{k)  This  move  is  necessary,  to  prevent  his  knight 
from  occupying  your  king's  third  square. 

(/)  I  should  think  the  white  has  the  better  game,  on 
account  of  the  place  wheje  the  queen's  knight  stknds  ; 
however,  such  an  advantage,  unaccompanied  by  any 
other,  is  not  decisive:  the« black  must  not  take  the^ 
knight  before  he  has  displaced  one  of  the  pawns  that 
sustain  the  knight,  which  may  be  done  by  changing 
the  queen's  bishop's  pawn  for  the  adverse  queen's 
pawn,  and  then  both  games  will  be  even. 

FIRST 
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FIRST  BACK  GAME, 

'  Oft  the  Pifth  Move  of  the  fF%ite. 

W,  The  kiiig^s  pawn  1  sqiiare. 

fi.  The  queen  at  her  king's  2d.  (a) 

W.  The  queen's  bishop's  pawn  takes  the  pawn. 

B,  The  King's  bishop  gives  check. 

f --  .... 

7. 

W.  Hie  qucto's  bishop  covers  the  checks  {b} 
B.  The  king's  bishop  takes  the  bishop. 

6.  ' 
W.  The  queen's  knight  takes^the  bishop. 
B.  Queen's  pa\ra  1  square,  (c) 


Notes. 

(a)  Had  he  withdmwn  his  knight,  that  move  alone  # 

would  have  given  you  the  game.        •  ,         -    - 

:  ik)  You  might  cover  check  with  your  Quean's  ka^hti 

lacing  him  at  his  bi^Kop's  thkd»  and  if  he  then  played  i      < 

his  king's  knight  to  .yo(ir  king's  founts  y<fu  would 

aot  be  withoi^t  means  of  sustaining  your  centre ;  m 

that  £ituation»    his  best  play  'would  be   to  push  his^ 

<|ueea'a  pawn  two  squares^ 

{c)  Had  he  puihvd  diis  i^iiwn  two  liqu^^r^s,    yoiit: 
centre  would  have  been  safe. 

W.  The 


f 
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9. 
W.  The  queen  at  her  king's  2d.  (rf) 

B.  The  queen's  pawn  takes  the  pawor 

10. 

W.  The  queen's  pawn  takes  the  paMrn. 

B..  King's  knight  at  his  queen*s  2d. 

11.  •  - 

W.  King's  bishop's  pawn  2  squares. 
BL  King%  bishop's  pawn  Isquate. 

.-      /    '.  12.  .'- 

W.  King's  knight  at  his  bishop's  3d. 
B.  The  king's  bishop's  paWn   takes  the.;' 
pawn,  (e)  ^ 

Notes. 

■r  .  ,  .  ...  ' 

(J)  If  yoiii*  king's  bbhop's  pawn  had  been  played 
two  squares,  he  might  have  broken  your  pawns,  by 

^ptt$hing.his  queen's  bishop's  pawn  to  the  full  extent. 
(f }  The  black  player  has  succeeded  in  breaking  the 
^  white  central  pawns.    The  design  of  this  back  game 

^  is  to  prove,  how  dangerous  it  is,  when  two  *  pawns 

stand  on  a  front  line  in  the  centre,  to  advance  one, 
before  your  adversary  offers  to  change.  You  should 
wait  the  ofier,  and  then  the. pawn  may  be  pushed 
safely.  If^  even  after  you  had  incautiously  assailed 
the  knight  with  your  pawn,  instead:  of  pushing  his^ 
queen's  and  his  bishop's  pawn  one  square  only,  he  had- 
advanced  either  of  them  two  squares,  offi;riilg  to  chiri^/ 
your  centre  would  have  remain^  tafe*. , 

...  Fifth 


r* 
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I  f    « 


Variant  from  the  First  Party,  on  the  Third 

Move  of  the  Black; 

WlirH    ONE    BACK    GAME, 
On  the  Third  Move  of  the  Black, 

W.  The  king's  pawn  2  squares. 
B.  The  same. 

2. 

^.  King^s  bishop  at  his  queeh's  bishop's  4th. 
B.  The  same. 

W.  Queen's  bishop's  pawn  1  square. 

B.  The  queen  at  her  king's  bishop's  3d,  (a)  j^ 


Notes. 

(a)  As,  instead  of  this  move,  he  might  have  played 
his  queen  to  your  king's  rook's  fourth »  it  will  be  the 
subjeft  of  a  back  ganie» 


W.  King's 
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A. 

W.  King's  knight  at  his  bishop's  3d,  (A) 
B.  Queen's  knight  at  his  bishop's  3d.  (c) 

W.  Queen's  knight's  pa\ni  2  squares,  (d) 
1&.  King's  bishop  at  his  queen's  knight's  3d. 

6. 
W.  Queen's  rook's  pawn  2  squaies* 
B.  Queen's  rook's  pawn  I  square,  (c) 

Notes. 

« 

(i)  He  forces  you  to  get  out  your  king's  knight 
before  your  pawn ;  1>Qt  after  repeUiag' die  attack^  yoft 
may  manoeuvre  to  bring  the  pawn  into  play«  Yott 
might  for  the  knight  have  substituted  the  queen ;  but 
she  h  better  at  her  home,  because  she  enables  you  tOr 

advance,  with  efiedl,  the  queen's  pawn  upon  his  king's 

*   ■  »     _^ 

bishop. 

(c)  He  plays  his  knight  with  a  view  to  hinder  you 
from  pushing  your  queen's  paWn  two  squares^  never- 
theless this  move  may  be  ven^red ;  as  i$  iUtistmted  in 
another  party. 

(d)  It  is  not  always  advantageous  to  push  the  pawns 
on  the  wings;  as  the  rembval  of  the  knight's  pawn;-  in 
particular,  lays  open  the  rook,  such  a  step  must.be 
taken  cautiously! 

(e)  If  he  had  advanced  this  pawn  two  squares,  you 
must  have  pushed  yours  upon  his  knight,  according  to 
the  rule  already  prescribed,  always  to  advance  the 
attacked  pawn. 

W.  Queen's 
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7. 

W.  Queea^s  pawn  1  square* 

B.  Thesame* 

8. 

W,  King's  rook's  pawn  1  square. 

B.  The  same. 

9- 
W.  The  queen  at  her  king's  2d. 

B.  Queen's  bishop  at  his  king's  3d.  (jf) 

10. 
W.  Queen's  knight  at  his  rook's  3d. 
B.  King's  knight  at  his  king's  2d. 

11. 
W.  The  bishop  takes  the  bishop. 
B.  The  queen  takes  the  bishop,  (g) 

12. 
W.  King's  knight  at  his  bishop's  4th. 
B.  The  king  castles  with  his  rook,  (h) 

IS. 
W.  The  queen's  knight  takes  the  bishop. 
B.  The  pawn  takes  the  knight. 

Notes. 

{f)'iJot  being  able  to  turn  your  kingU  bishop's 
adion  with  his  pawns,  he  interposes  his  queen's  bishop. 

(g)  H^  might  take  with  the  pawn,  and  it  would  not 
be  bad  play. 

(h)  Had  he  castled  on  his  queen's  side,  he  would 
have  committed  to  you  the  advantage  of  situation. 

W.  Queen's 
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.14. 

W.  Queen's  bishop  at^hisf  king's  3d.     '>  .  / 
B.  The  king's  knight  at  his  queen's  hishofi's 
square. 

law  •'■  *  •"  "• 

•  1  lO.  t  .         .  1        .  .  4.  .  . 

W.  The  king  castles  with  his  rook.    i..jl   ^i 
B.  King's  bishop's  pawn  2  squares. 

•Iff;        •     "  -^     ,     .'' 

W.  The  king's  pawn  takes -the  pawn,  (i)     • - 
B.  The  queen  takes  tlie  pawn.  (Ar) 

'    ..';.'  t     ...Notes.  ;  c'.. 


'    r 


(/)  Had  you  not  tak^  this  pawn,  he  would  have 
advanced  it  anoQier  move tjpon  your  bishop,  havedts-i» 
lodged  him/  ai^  obttained;  an .  easy,  attack  upon.'  your 
king's  wing  with  his  pawns. 

(k)  Now,  t^ie  pi|rstit  pf  the  white  n^ust  be,  to  change 
the  king's  bishop's  ^wn  with  the  adverse  king's  pawi)» 
and  that  will  turn  the  advantage  on  his  side. 


,  "^ 


4       t 


BACK 
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■  ■ 

BACK  GAME, 

Oh  the  Third  Mo^eqfihiSbKi.  ,.       i 

3. 

W.  Qiieen^s  bishop's  pawn  1  square. 

B.  The  queen :  at  the  adverse  king's  rook's 

4th. 

4. 

W.  The  t]ueen  at  her  king's  2d.  . 

B.  King's  knight  at  his  bishop's  3d. 

W.  Queen's  pawn  1  square. 

B.  King's  knight    at  the  adverse   king's 

.  knight's  4th. 

W.  King's  knight's  pawn  1  square,  (a) 

B*  The  queen  at  her  king's  bishop's  3d.  (b)  . 

7. 
W.  King's  knight  at  his  bishop  s  3d  (c) 

6.  Queen's  pawn  I  square. 

Notes. 

(a)  On  this  move»  the  king's  knight  mtght  be  played. 
to  his  bishop's  third* 

(b)  If,  instead  of  his  queen's  retreating,  bis  bishop 
had  taken  your  king's  bishop's  pawn*  giving  check, 
you  must  have  taken  his  bishop  with  your  queen ;  and' 
you  would  have  gained  a  piece* 

(c)  The  rook's  third  square  is  not  the  best  place  for 
the  knight,  but  it  is  necessary  in  the  present  crisis. 

W.  King^s 


•n. 
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8. 

W.  King's  bishop's  pawn  1  square. 

K  King's  knigfat  Ht  the  adverse  king's  3d.  (J) 

W.  The  queen's  bifihop  takes  the  knight; 
B.  The  king's  bishop  takes  the  bishpp.     *  H 

10.  • 

W.  The  queen  takes  the  bishop. 
B.  The  queen's  bishop  takes  the  kijight.'  • 

'T 

11. 

W.  Queen's  knight  at  his  queen*s  2d. 
B.  The  same,  (e) 

.  r 

Notes. 

{d)  I^ad  he  withdrawn  this  knight,  you  must  then 
have  placed  yours,  now  attacked,  at  his  bishop's  second 
square ;  ^nd  at  the  subseqiient  move,  have  splayed  yoilr 
queen's  bishop  to  the  king's  third^v  to  take  off  the  ad- 
verse bishop.  "  * 

{e)  It  is  evident*  that  the  wVite  player  has  s^veqfl 
moves  over  the  black.-^  The  black  pieces  have  been 
engaged,  in  a  speculation  which  always  proves  miscal- 
culated  against  a  good  player.  Thp  queen,  making  die 
prematura  attack  has  retreated,  and  she  must  again 
remove,  to  avoid  the  ajpproach  of  the  adversci  and  tp 
make  way  for  her  own  pawns. 


Sixth 


SI 


df jet!  lUgttiic  Pttit;^ 

1. 

W.  Th*  kiog^  pawn  S  squares. 

B.  The  queen's  bishop's  pawn  S  squares,  (a) 

2. 
W.  King^s  bishop's  pawn  2  squares. 
B.  Queen's  knight  at  his  bishop's  3d, 

3. 
W.  King's  knight  at  his  bishop's  3d.  (b) 
B.  King's  pawn  1  square. 

(a)  This  way  of  opeDiHg  the  game,  when  you  have 
not  the  move,  is  entirely  defensive,,  and  therefore  not 
to  be  adopted  if  any  advantage  is  granted ;  but  com* 
mencing  on  equal  terms,  it  is  a  good  experiment  on 
strength  of  an  adversary  with  whose  skill  you  are 
unacquainted. 

(i)  On  this  move  he  might  have  forced  you  to  play  , 
the  gambit,  by  pushing  his  king's  pawn  two  squares  ; 
and  you  could  not  take  widiout  being  exposed  to  a 
check  from  his  queen.  The  train  of  moves,  then 
induced,  would  terminate  in  his  favor,  if  he  played 
critically  corre£t. 

yoL  II.  G  W.  Queen's 
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W.  Queen's  bishop's  pawn  1  square,  (c) 
B,  Queen's  pawn  2  squares. 

5. 
W.  King's  pawn  1  square. 
B.  King's  bishdp's  pawn  S  squares,  (rf) 

6. 
W.  Queen's  pawn  2  squares- 
B.  King's  knight  at  his  rook's  3d.  (e) 

Notes. 

(c)  You  might  have  pushed  your  queen's  pawn  two 
squares,  in  order  to  change  it  with  his,  queen's  bishop's 
pawn,  and  this  move  would  not  be  amiss ;  but  it  would 
bring  his  king's  bishop  to  his  queen's  bishop's  fourth, 
where  he  would  give  great  annoyance  to  your  pieces^ 

unless  you  had  your  queen's  bishop  to  oppose  him. 

« 
{d)  He  might  have  played  his  queen's  pawn  one 

square ;  in  that  case,  you  must  have  taken  his  pawiv 

•  with  yours,  to  hinder  him  from  placing  his  pieces  on 

the  side  of  his  queen,  correspondingly  to  those  on  your 

king's  side. 

(e)  It  would  be  bad  play  in  him  to  take  your  pawn, 
as  that  would  be  clearing  the  way  for  your  queen's 
knight;  so  it  would  be  wrong  for  you  to  take  his  pawn 
with  yours»  as  that  would  present  an  advantageous 
post  to  his  king's  bishop* 

* 

W.  Queen'tf 
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7.' 
W.  Queen's  bishop  at  his  king's  Sd. 
B.  The  queen  at  heir  knight's  3d.  (/) 

8. 
W.  The  queen  at  her  2d  square. 
&  Kitig's  knight  at  his  bishop*^  2d.  (g) 

9. 
W.  The  queen^s  pawn  /  takes  the  queen's 

bishop^s  pawn.  (A) 

fi.  The  king's  bishop  takes  the  pawn. 

'  10. 
W.  The  queen's  bishop  takes  the  bishop. 
B.  The  queen  takes  the  bishop. 

Notes. 

{f)  He  attacks  your  queen's  knight's  pawn  in  otder 
to  induce  you. to  push  it,  but  it  is  better  to  sustain  it; 
for  if  it  leaves  its  place,  he  may,  by  pushing  his  queen's 
rook's,  pawn  two  squares,  form  a  successful  attack  on 
your  left  wing. 

{g)  Had  he  attacked  your  queen's  bishop  with  this 
knight,  you  must  not  have  snfiered  him  to  change  piece 
for  piece;  but  have  withdrawn  your  bishop,  and  forc^ 
his  knight  to  retreat  afterwards. 

{h)  As  your  queen's  knight  cannot  sally,  widiout 
exposing  you  to  the  risk,  of  having  either  a  pawn 
dotibled,  or  your  queen  forced,  it  is  necessary  to  take 
off  his  king's  bishop. 

W.  Queen's 
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U. 

W,  Queen^  knight  at  hi*  i:;QokV  3d.  (i) 
B.  King'^  ^night's  pai'wa  ^  squares,  (ii;) 

12. 
W,  King's  knight's  pawn  1  s(juare. 

B.  The  king's  rook's  pawn  ?  squarf  s.  (/) 

IS. 
W.  King's  rook's  pawn  2  squares. 
B.  The  king's  knight's  paxfrn  takes  the  kmg's 
bishop's  pawn.  ,(wi) 

•  *  s 

A  * 

Notes. 

(/)  You  play  this  knight  that  he  may  be  in  a  course 
to  co-operate  with  your  kiogVs  knight .  a|  your  queeu*$ 
fourth  ;  the  rook's  third  is  the  best  post  he  can  at  pre- 
sent take.  In  general,  it  is  essential  to  keep  open  a 
free  communication  between  the  knights ;  as  it  is  desi- 
rable to  post  (hem  on  squares,  where  they  can  neither 
be  attacked  by  pawns,  nor  forced  by  other  pieces  to 
retreat* 

(k)  He  pushes  this  pawn  widi  a  view  to  break  your 
centre,  and  it  would  be  assisting  his  scheme  to  take  it. 

(/}  His  design  is  to  mike  an  opening  for  his  king's 
rooky  and  were  he  allowed  to  push  Xhis  p9iwn  another 
square,  he  would  force  and  break  ibd  .rear  of  yoiur 
cordon  of  pawns. 

(m)  As  your  king's  knight,  sustained  by  two  pawns^ 
may  safely  place  himself  at  his  fifth  square,  sq  the 
adversary  takes  your  .pawn,  that  h?  may  procure  for 
his  knight  a  similar  post. 

W.  The 


W.  The  king'*  iLiigfet's  patwti  takes  ih6  i>awn. 
B.  King's  took  at  ite  knight's  sq^ai*6.  (n) 

W.  King's  tiiight  «   the  ^i^ewe  Idrigr's 

knigbtV  4t*.     . 
B.  King's  knight  at  his  jook*s  3d.  (o) 

W.  Queen's  knight  at  his  bishop's  2d. 
B.  King's  knight  at    the   adverse   king's 
'  knight'd4th.  ^ 

■17.  '      ' 

W^.  Queen's  knfght  at  his  queen's  4th.  (/r) 
B.  The  king  at  his  sA  square. 

Kdtes. 

(«)  He  plays  this  rook,  to  sectire'the  coinmandof 
the  file.  Here  is  a  junfttire  at  which  a  rook  may  wel£ 
be  sacrificed  for  another  ^iece>  Strpposing  that  yotr 
were  not  to  close  this  Une  with  your  knight,  he  wouMf 
remove  his  rook  to  your' king's  knight^  fourth  square,' 
where,  supported  by  two  pawns,  it  could  not  be  taken, 
without  concentriu^  hisr  pawns. 

{o)  He  plays  this  knight  with  a  design  of  procuring 
Eim  as  good' a  phtce  as  yours  now  occupies. 

ifi)  Sy.  *^^s  move  you  break  the  dire6kioii  of  hii 
queen,  and  ydur  two-  knight^  are'  uofited  to  attack  an^ 
takr^s  knight's' pawn* 

W.  King's 
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18- 
W.  King's  bishop  at  his  king's  Sd. 
B.  Queen's  bishop  at  his  queen's  2d. 

19- 
W.  The  king  castles  with  his  rook,  {q): 
B.  Queen's  rook  at  its  bishop's  square^ 

20/ 
W.  Queen's  rook  ?tt  its  bishop's  square,  (r) 

Notes.  .    . 

ff)  It  would  be  dangerous  to  casjtle  on  your  l^ft> 
t>ecause  the  adversary  might  form  an  easy  attack ,  upon 
your  king ;  besides^  your  k;iog  m^sc  occupy  bia  kiHght's. 
third  square,  in  ord^r  to  restrain  the  adverse  king'^ 
knighty  and  in  the  mean  while  sustain  your  |>awns. 

(r)  This  is  necessary  to  prevent  him  from  nuiking 
himself  master  of  that  file,  by  changing  his  knight  for 
yours,  the  coi;i8cquei^<:e  of  which  would  give  h^m  t;^e 
game^  The  rooks  are  never  to  yield  up  the  openings^. 
At  present  the  game  is  even,  except  that  the  pawn  ad- 
vanced oa  the  grounS  pf  the  bls^^k,  may  be  said  to  give 
vxe  white  some  UttHe  ^^vantage. 


The  conduct  of  the  regular  parties  is  ana^ 
lytical>  the  most  consummate  form  of  each 
taking  the  ^  leai^,  ^  from  which  th^  back  games 
that  |»ranch,  are  inferior  either  in  t^^  dexterity 

or 
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or  the  regularity  of  the  moves-  By  some  of 
the  back  games  it  appears,  that  a  player  may 
commence  his  investment  of  the  adverse  party 
in  form,  and  yet,  from  the  ijianner  of  the 
play  that  is  opposed  to  him,  be  diverted  into 
irregularity.  Again,  on  the  other  hand  it 
will  appear,  from  some  examples  of  the  Salvio 
Gambit,  on  which  we  are  going  to  enter; 
that  when  one  player  meditates  a  speedier  cir- 
cumvention than  regularity  of  approach  could 
efFeft ;  defensive  movements  may  be  adopted 
by  the  other,  of  a  systematic  character,  the 
influence  of  which  shall  be  so  strong,  as  to 
impress,  by  degrees,  a  conformity  to  method 
on  the  attitude  of  both  sets  of  pieces.  At 
the  same  time,  in  praS;ice  it  will  be  found, 
that  a  continual  recurrence  to  principle  must 
modulate  the  movements  of  gambits,  or  they 
will  resemble  the  incursions  of  the  Cossacks. 
The  difficulty  is,  when  you  attempt  a  coup  de 
main  at  Chess,  to  preserve  such  an  arrange- 
ment, that  you  may  return  to  the  progressive 
method,  if  obliged,  without  taking  lower 
ground  than  the,  advelrsary. 


THE 


J** 


FIRST  PARTY, 

WITH  THREE  BACK  GAMES. 

1. 

W.  The  king's  pawn  2  squares. 
B-  The  same. 


W.  King's  bishop's  pawn  S  squares. 
B.  The  pawn  takes  the  pawn. 

3. 
W.  King's  knight  at  his  bishop's  3d. 
B.  King's  knight's  pawn  2  squares, 

W.  King's  bishop  at  his  queen's,  bishop  s  4th* 
B.  King's  knight's  pawn  1  square. 

5.       . 
W.  King's  knight  at  the  adverse  king's  4th. 
R  The  queen  gives  check, 

6. 
W.  The  king  at  his  bishop's  square. 
B.  King's  knight  at  his  bishop's  3dL  (fi) 

W.  The 
Notes. 

(a)  Doctor  Salvio,  in  his  Treatise,  printed  at 
Naples,  in  the  year  17239  lays  down  this  defence  of 

the 


W.  The  queen. at  her  king's  squaxe.  {b)  ^ 
B.  The  queeu  takes  the  queen,  (c)  «^ 

W.  The  king  takes  the  queen. 

B.  The    king's  knight    takes    the    king's    . 

pawn,  (d)  jr^  .     ^ 

W.  The 

Notes. 

the  gambit,  but  without  examining  thoroughly  any 
combination ;  the  great  number  of  moves  which  aris^ 
and  succeed  each  odier  every  instant  iin  ^lis  party,  very 
possibly  may  have  prevented  him  from  analyzing  and 
calculating  the  matter. 

Philidor.  can  only  mean,  that  Salvio  has  not 
particularised  any  combinations  difierent  from  the  step 
dictated,  in  collateral  notes  on  the  play;  though  it  is 
evident  that  he  must  have  traced  them,  from  his  uU 
timately  fixing  on  the  most  complete  defence. 

{b)  The  seventh  move  may  be  played  difieient  ways ; 
two  only  however  are  eltgible:  the  first,  to  take  the 
pawn  with  the  bishop,  and  give  check ;  the  other,  to 
play  the  queen's  pawn  two  squares^-pursued  in  tw0 
back  games. 

(r)  If,  instead  of  taking  your  queen,  he  had  pushed 
his  king's  knight's  pawn,  you  must  have  taken  his  king's 
bishop's  pawn,  giving  check,  and  then  have  played 
your  knight  to  your  king's  bishop's  third  square. 

{d)  Had  he  pushed  his  queen's  pawn  one  square,  in- 
stead of  taking  your  pawn  with  his  knight ;  you  must 

have 


/ 
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9. 
W.  Tlic  "kingV  bishop   takes  the  paMMi>  and 
.   crives  check.  -  ^        -      ♦ 

B.  The  king  at  his  2d  square,  (e) 

10,  , 

W.  King's  bishop  at  his  qiieen'a  knight's 

3d.(/) 
B.  King's  knight  at  his  bishop's  3d.  (g\ 

•  ■        -  < 

W.  The  queen's  pa\^n  3  squaies^ 
B..  The  quwp's;  pawn  I  squwre^ 


have  taken  Kis  king's  bishop's  pawn  with  your  knfght, 
and  sacrificed  the  knight  and  bishop  for  two  p^ was  and 
a  rook  ;  tlic  subjedl  of  a  back  game^ 

.  ^  («)  If  be  bfid  xnpved  hh  king  ta  his  queea's  square^ 
it'waiM  biivei  been  your  game,  to  bs^i^e.  drawn  back 
ypuT  kiiig's  bishop^  in  order  to^  give  doubly  check,  wtj^ 
jr^Hir  kn^bti  or  snake  him, lose  a  turn^.  . 

(/)  In  this  situation  you  must  either  win  a  pawn, 
or  force  the  change  of  his  king*s  rook  for  your  knfj^t. 

(g)  Had  he  pushed  his  queen'«  pawn  one  roovq,  it 
ivould  have  been  proper  to  have  attacked  bis  rook  with 
your  knight,  and  then  to  take  his  queen's  pawn  with 
the  knight,  leaving  his  rook  exposed  to  you^  bishop). 


W.  King's 
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12. 

W.  King's  kjiight  dt  hi&  queen's  Sd.  (h) 

B-  King  pa\fn  I  square,  (;) 

. .  *  ... 

13. 
W.  The  pawn  trices  the  pa^ini.  -  • 
B.  The  pawn  takes  the  pawn. 

U. 

W.  The  king  at  his  bishop's  2d. 

B.  Queen's  bishop  at  the  adverse   king's 

knight's  4th. 

15. 

W.  Queen's  bishop  at  the  adverse  king's 

knight's  4th. 

B.  Queen's  knight  at  his  queen's  2d. 

16. 
W.  Queen's  knight  at  J;us  queen's  2d. 

B.  Queen's  rqok  at  his  king's  square.  (A) 

Note^. 

(A)  It  would  be  bad  play  tq  attack  his  rook  yritb  your , 
knighty  who  being  without  a*  retreat,  would  at^  length, 
be  forced  and  taken. 

(i)  Being: no  longer  aUe  to  -^ost^in  this  pawn^  he 
pushes  it:  you  must  readily  take  it,  because  all  pawns' 
separated  and  advanced  on  your  ground  must  be  lost. 

(k)  In  this  position  the  white  party  have  this  advan* 
ts^ge,  that  their  pieties  are  disposed  in  better  order;  ne* 
vertheless,  this  manner  of  playing  the  gambit  is  no  ways 
s^lvantageous  a^inst  a  player,  to  whom  a  piece  is 
granted ;  though  this  party,  when  played  without  odds, 
is  a  very  ^ood  one. 

HRST 


9^'  THE   SAtVI*    GAUiir. 

« 

BACK 


TO    THE   KliST    PARTY,     ' 

r. 

W.  The  king's  bishop  takes  the  pawn,  and  gives 

check. 
B.  The  king  at  his  2d  square,  (a) 

8.  • 

W.  King's   bishop ,  at  his.  queen^'s  ,  kn%ht>'^ 

3^.  (i)  '  .  .  • 

_  ■     * 

5-  Queen'? pawn  l.s^quare.  (c)   .  - 

W,  King's 

Nhtes. 

{a)  SaIvio  here  dlrc6!s  the  removal  6r  the  feihg  to 
his  queen's  square;  buty^sfter  the  most  exact  calcula* 
ti(ft»i  I  tMnk  it  woul<l  to  Itetter  toi^fay^^  kteg^tb  His 
stcottdi  s^are :  that  the^italibr  may;  faow^vet,  judg^ 
-which  is  the  preferable  course,  I  exliibit^  both  ways;  of 
ptayingy  addii^  ^  vairi^^i^h  on  the  sei^endi'move  of  ^e 
btedc 

{b)  You  are  forced  to  withdi-aw  the  bishbp,  in  order 
to  avoid  the  loss  of  a  piece. 

(c)  If  he  had  taken  your  king's  pawn  with  his 
knight,  you  must  have  played  your  queen  to  your  kn>g's 
square,  to  ofFer  an  exchange  of  queens,  which  would 
restore  your  game  to  a  ixm  state  of  defence ;  but  if,  in- 
-      r     -  stead 


;( 


W.  King's  kaigiit  at  hm  qiiMii's  Sd.  (d) 
B.  KmgV^ight  at  hi*  rook>  4*h. 

W.  The  qiieea  at  berking's<  square. 
B.  Kill's  knight's  paivn  1  squaise.  {e)  . 

11. 
W.  The  king  at  his  knight's  square.  (/) 
B-  King's  bishop  at  his  knight'*  2d.  {g). 

stead  of  pushifig  this  pawn,  he  had  played  his  knight  to 
his  king's  rook's  fourth^  you  should  have  taken  his 
king's  knight's  pawn  with  yOur  queen,  permitting  after- 
wards double  check:  tbeq»  by  taking  his  knight  and 
sacrificing  ypur  rpokt  your  situation  from  cn^barmsslng 
rises  to  advantageous. 

(4)  This  is  a  very  bad  retreat  for  your  knight;  but 
if  you  had  attacked  his  rook,  your  t>i^ce  would  have 
been  forced.  It  is  the  adverse  king,  played  to  his  second 
square,  on  the  seventh  move,  that  has^  thrown  your 
game  into  so  perplexing  a  situation. 

{e)  Had  he  given  double  check  with  his  knight,  you 
would  have  wqn  a  piece  by  removing  your  king ;  and  if 
he  had  exchanged  queens^  you  would  have  put  an  end 
to  his  attack* 

{/)  This  move  is  very,  requisite,  to  disengage  your 
king's  rook. 

.  (^)  If  you  were  to  take  his  pawn  with  yours,  he 
would  instantly  give  you  check-mate. 

W.  Queen's 


W,  Queen's  bishop's  pawh  1  sqimre* 

B.  The  queen  other  king's  knight's  4th. 

IS- 

W,  King's  bishop  at  his  queen's  square. 

B,  Queen's   bishop  at  the  axlverse^  king^s 

knight's  4th« 

14. 

W.  The  bishop  takesi  the  bishop. 

B.  The  queen  takes  the  bishop. 

15. 
W.  The  king's  rook's  p9.wn  1  square.  (A) 
B.  The  queen  at  her  king's' knight's  3d. 

16. 
W.  The  queen  at  her  king's  2d.  (i) 
B.  Queen's  knight  at  his  queen's  2d. 

17.       ' 
W.  King's  knight  at  his.  king's  square,  (k^ 

Notes. 

(A)  It  Is  advisable  to  push  this  pawn ;  and  not'  to  takef 
which  would  establish  his  king's  knight  upon  your 
ground. 

(i)  You  thus  prepare  for  bringing  out  the  pieces  of 
your  left  wing,  without  being  obliged  to  place  your 
knight  at  his  bishop's  third. 

(k)  In  this  position,  though  the  black  pieces  have  the 
advantage,  yet  the  game  is  not  irrecoverably  lost,  be- 
cause  the  white  have  fttill  some  chance  of  succeeding  in . 
placing  their  pawn's  in  the  centre. 

SUPPLEMENT 


WEST   PAETY.  9$ 

SUPPLEMENT 

TO    THE    FIRST    BACK   GAME. 

7. 

W.  Queen's  pawn  2  squares. 

B.  Queen's  pawn  1  square^  («) 

8. 
W.  King's  knight  at  his  queen's  3d.    . 

B.  King's  pawn  1  square. 

9. 
W.  Queen's  knight  at  his  bishop's  3d. 

B.  The  king's  pawn  takes  the  pawn  and  gives 

check. 

10. 
W.  The  king  takes  the  pawn. 
B.  The  queen  give  check,  &c.  &c.  (b) 

Notes. 

'  (a)  Had  be  taken  your  king's  pawn,  you  mu6t  have 
played  your  queen  to  your  king's  second. 

(i)  It  is  unnecessary  to  proceed;  the  variations  of 
the  first  back  game  recur,  with  the  difFerencc  that  you 
hayc  one  pawn  less. 


SECOND^ 
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SECOND  BACK  GAME, 

TO   THE   FIRST    PARTY, 
On  the  Seventh  Meve  of  the  Black. 

7. 

W.  The  king's  bishop  takes  the  pawn  and 

gives  check. 
B.  The  king  at  his  queen's  square,  (a) 

8. 
W.  Queen's  pawn  3  squares,  (i) 
B.  King's  pawn  1  square,  (c) 

Notes. 

* 

[a)  This  creates  no  neocftsity  of  withdrliwiD{  your' 
bishop  as  in  the  first,  back  game*  so  that  renunning 
in  advance,  he  may  hinder  the  adverse  king's  knight 
from  posting  himself  at  his  kmg's  rook's  fourth;  a 
move  portending  danger. 

{h)  Had  you  withdrawn  your  king's  bishop  to  attack 
the  king  and  rook  with  your  kaight,  he  wouM  have 
played  his  knight  to  his  kmg's  rook's  fourth,  and  sacri- 
ficed his  rook  to  win  the  game. 

(r)  There  were  two  other  ways  for  him  to  have 
played ;  the  first,  to  force  your  knight  to  retreat,  by 
pushing  his  queen's  pawn  upon  him ;  the  other,  to  take 
your  king's  pawn  with  his  knight,  in  which  case  you 
should  offer  an  exchange  of  queens,  by  playing  yours 
to  your  king's  square. 

W.  Queen's 


'  FIRST   PAETT.  97 

9- 

W.  Queen's  knight  at  his  bishop's  3d.  (<0 
B..  Queen's  pawn  1  square. 

10. 
W.  King^s  knight  at  his  queen's  Sd. 
B.  The  king's  pawn  takes  the  pawn. 

W.  The  king  takes  the  pawn, 
B.  The  queen  gives  check. 

13. 
W.  The  king  at  his  knight's  square,  (e) 
B.  King's  knight's  pawn  1  square.. 

13. 
W.  King's  knight  at  his  bishop's  4th.  (/) 

Notes. 

(d)'Hzd  you  taken  his  pawn  with  yours,  he  would 
h;ive  won  the  game. 

(^)  If  you  had  moved  the  king  to  his  bishop's  second 
square,  the  black  would  have  won  the  game,  by  giving 
check  with  his  king's  knight's  pawn,  and,  at  the  next 
move,  check  with  his  king's  knight. 

(f)  This  move  forces  his  queen  to  retreat,  and 
allows  time  to  put  your  game  in  a  state  of  defence.  If 
you  could  exchange  queens,  your  condition  would  be 
still  better,  for  your  pawns  not  only  stand  in  the  centre* 
but  are  farther  advanced  than  his. 
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f        • 


Before  the  retreat  of  the  queen,  it  will  ht 
proper  for  the  gambit  pawn  to  ta^ke,  giyin||^ 
check ;  that  it  may  not  be  lost  -v^ithout  comr. 
pensation:  and  the  aueen^  oti  her  retreat, 
must  make  such  a  demonstration  by  her.  porv 
sition  as  will  effe6lually  dislodge  the  bis|^<^p«  . 


.«.  I 
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THIRJ)  BACK  (t4M^ 

TO    THE    FIRST    PARTY   Op    THE    SALVIO 

GAMB^T^ 


*        » 


•On  the  Eighth  Mat/e  of  the  black.  ^  ,. 

"W.  The  king  takes  the  queen. 
B.  The  queen's  pawn.  1  square,  {a) 

ft      '     '  •      •  '  ■    ' 

W.  The  king  «  knight  tiikes  the  kingV.bishop's 

pawn. 
B.  The  queen's  pawn  1  square4 

10. 
W.  The  king's  bishop  takes  the  pawn,  (i) 
B«  The  king'»  knight  takes  the  bishop* 

Notes. 

» 

{a)  If  ip8te4d  of  lbi9»  bf;  ba4  played  his  queen's 
knight  to  his  bishop'^  third,,  you  mpst  h^Y^  taken  his 
knight  ^ith  yours,  and  sustained  your  king's  pawn,  by 
that  of  your  queen.   .  . 

[b)  It  is  better  to  take  his  pawn,  than  to  surrender 
your  bishop  to  it,  because  his  roolt  still  remains  ex- 
posed. 

W.  The 
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11. 

W.  The  knight  takes  the  rook. 

B.  King's  knight  at  his  bishop's  3d.  (c) 

12. 
W.  Queen's  pawn  1  square. 
B.  King's  bishop  at  his  knight's  Sd. 

13. 
W.  Queen's  bishop's  pawn  1  square,  (d) 
B.  The  bishop  takes  the  knight,  (e) 

14. 
W.  The  queen's  bishop  takes  the  pawn. 
B«  Queen's  bishop's  pawn  1  square. 

15. 
W.  The  knight  at  his  queen's  2d.  (/) 

Notes. 

(c)  He  might  with  his  knight  have  attacked  your 
queen's  bishop's  pawn,  which  you  would  have  defended 
with  your  queen's  knight. 

(d)  This  move  is  necessary,  because  he  could  have 
taken  your  king's  pawn  by  sacrificing*  his  knight,  and 
afterwards  have  taken  your  queen's  knight's  pawn  with 
his  bishop. 

(e)  He  could  not  have  sustained  the  king's  or  gambit 
pawn  for  more  than  two  or  three  moves. 

{/)  In  this  6ituadon»  it  ^s  better  io  advance  the  king 
under  the  pawns,  than  to  castle,  and  you  wilLhave 
then  a  better  game  than  your  adversary. 

Second 
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deconQ  pattp 

OF  THE  SALVIO  GAMBIT, 

WITH   ONE    BACK    OAM£, 
On  the  Seventh  Move  </ the  ffliiie. 

t 

1. 

W.  The  king's  pawn  2  squares* 
B.  The  same. 

2. 
W.  King's  bishop's  pawn  2  squares.    - 
B.  The  pawn  takes  the  pawn. 

3. 
W,  King's  knight  at  his  bishop's  Sd. 
B.  King's  knight's  pawn  2  squares. 

•s 

W.  King's  bishop  at  his  queen's  bishop's  4th. 
B.  King's  knight's  pawn  1  square, 

5. 
W.  King's  knight  at  the  adverse  king's  4th 
'  square,  (a) 
B.  The  queen  gives  check. 

W.  The 
Notes. 

« 

(a)  You  might  castle  at  the  fifth  move,  and  suffer  him 
to  take  your  knight ;  you  then  take  his  knight's  pawn 
with  your  queen^  and  depend  for  reprisals  on  attacking 

his 
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W.  The  king  at  his  bishop's  squarc- 
B,  Kiiig'ji  ktiight  sk  his  tishop'i  3d. 

W.  Queen's  knight  at  his  bishop's  ^d.  (J})jr^ 
B.  Queen's  pawn  1  square,  (c) 

8. 
W.  King's  knight  at  his  qiifeeti's  Sd>X^  ^ 
B.  King's  pawn  1  square. 

Notes. 

his  king's  bishop's  paWn.  All  your  piedes  woiflfl  easily 
get  out,  and  before  he  could  secure  his  king,  it  would 
be  easy  for  you  to  regain  some  advantage. 

(b)  If  you  bad  taken  his  king's  bishop's  pawn  with 
your  knight,  he  would,  by  pufhing  his  queen's  pawn 
two  squares,  have  gained  two  pieces  for  his  king's 
rook.  As  the  same  pawn  might  have  been  taken  by 
the  bishop,  and  check  given  at  die  same  tfnve,  it  will 
form  the  subject  of  a  back  game. 

(c)  Had  he  tn-odght  Out  hiis  queen^s  knight!  to  his 
bishop's  third,  you  must  have  taken  his  knight  with 
yours,  and  then  offered  jqtaeed  for  queen  at  ypurSIhg'tf 
square. 

(d)  Had  you  taken  his  kingV  pawn  with  your  knight, 
he  would  have  left  his  rook  exposed,  playing  his  king's 
knight  to  his  rook's  fourth,  is  a  prefude  to  a  double 
attack  on  your  king  and  rook,  whi<ih  would  throw  ypu 
into  a  disagreeable  situation. 

W.  King's 


W.  King's  knight's  pa>5^n  1  sqtiaVe,  (e) 

B.  The  queen  gives  cheek,    •      :    -         :     : 

id 
W.  The  king  ^'Ikh  bishop's  2d:   ' 
B.  The  queen  gives  check.  ^ 

11. 
W.  The  king  at  his  3d  square. 

B.  The  king's  bishop  gi res  check. 

12. 
W.  The  king's  knight  tiovers  the  chedc^ 
B.  Queen's  bishop's  pawn  1  square,  (f) 

13.  ' 

Vl^.  The  queen  at  its  king's  bishop's  square^ 
B.  The  queen  takes  the  queen. 


•  f     <i 


Notes. . 

(e)  Had  you  taken  the  pawn  with  yours,  he  would, 
by  taking  with  his  king*s  knight*s  pawn,  have  opened 
the  line  for  his  queen's  bishop;  by  which  you  would 
be  exposed  to  the  hazard  of  losing  your  queen,  or 
receiving  check-mate. 

(f)  He  plays  this  pawn  to  prevent  his  queen  being 
forced.  (Sec  the  situation  at  the  thirteenth  move  of  the 
second  back  game  of  the  first  gambit,  volume  the  first.) 
And  should  he  castle,  or  otherwise  vary  his  play,  it 
i^rould  be  your  game  to  propose  queen  for  queen,  at 
your  king's  bishop's  square. 

W.  The 
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U. 

W.  The  king's  bishop  takes  the  queen* 
6.  King's  bishop  at  his  knight's  2d.  (g) 

15. 
W.  King's  rook's  pawn  1  square. 
B.  King's  rook's  pawn  2  squares. 

16. 
W.  Queen's  pawn  2  squares.  (A) 

Notes. 

(g)  It  was  of  consequence  to  withdiaw  his  bishop, 
for  by  pushing  your  king's  rook's  pawn  two  squares^ 
you  would  have  broken  all  his  pawns. 

(X)  From  this  period  the  endeavour  of  each  must  be, 
to  bring  out  the  pieces  as  soon  as  possible;  but  the 
white  must  persist  in  not  taking  the  king's  knight'is 
pawn  with  his  rook's  pawn;  and,  though  the  black 
have  the  advantage  in  numbers,  by  a  pawn,  the  situation 
of  the  white  will  then  be  preferable. 


BACK 
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BACK  GAME, 

Qn  the  Snenth  Move  of  the  White. 


i  \. 


7- 
W.  The  king's  bishop  takes  the  pawn,  and 
gives  check.  - 

B.  The  king  at  his  2d  square*  {a) 

8. 
W.  King's  bishop  at  his  queen's  bishop's  4th^ 
B.  Queen's  pawn  1  square,  {h) 

9. 
W.  King's  knight  at  his  queen's  3d. 

B.  King's  knight  at  his  rook's  4th. 

Notes* 

(tf)  Had  he  withdrawn  his  king  to  his  queen's  square, 
ydls  should  have  pushed  your  queen's  pawn  to  its  ex- 
tent,  and  you  would  have  obtained  a  firm  position; 
but  by  this  move,  he  diflates  the  retreat  of  your  king's 
1>ishop»  otherwise  by  pushing  his  queen's  pawn  he 
would  gain  a  piece. 

(i)  He  had  two  other  ways  of  playing;  the  one,  to 
take  your  king's  pawn  with  his  knight,  on  which  you 
play  your  queen  to  your  king's  second  square,  letting 
him  give  double  check  with  his  knight,  that  sacrificing 
your  rook  for  the  knight,  you  might  win  the  game. 
The  other  way  would  be,  to  transport  his  king's  knight 
to  his  rook's  fourth,  in  which  case  you  ought  to  pro- 
pose an  exchange  of  queen's  at  your  king's  square. 

W.  The 
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10, 
W.  The  queen  at  her  king's  square, 
B.  The  queen  at  h€r  king's  bishop's  3d.  (c) 

IL 
W.  Ktiig'8  pawn  •  1  square* 
B.  The  queen's  pawn  takes  the.  {yawn. 

12.  .      . 

W.  The  queen  takes  the  pawn  and  gives  check. 
B.  The  queen  takes  the  queen; 

13. 
W.  The  king's  knight  takes  the  queen.  (J) 

(c)  Had  he  given  double  check  with  his  knight,  you 
ought  to  have  withdrawn  your  king  to  his  knight's 
square,  and  then  he  would  lose  a  piece;  and  had  he 
taken  your  queen,  you  ought  to  have  taken  with  your 
knight,  to  facilitate  the  bringing  out  your  pieces. 

r 

(^j  In  the  present  situation  the  white  seem  to  have 
the  best  of  the  game. 


Supplements 
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SUPPLEMENT 

p 

To  the  First  Gambit  in  the  First  Volume : 

WITH  f  wo  biCK  GAMES; 
On  the  Fifth  Move  of  the  Blacky  and  the  Sixth  of  the  White. 

'        1. 

W.  The  king's  pawn '%  squares. 
B.  The  same. 

W,  King's  bijshop's  pawn  3,  scjuares. 
B^  The  king's  pawn  takes  the  p^wm 

•    ^'     '    '  ■  S.       ■      ■    ' 

W,  King^s  knight  at  his  bishop^s  3d. 
B.  King'iS;  knight's  pawn  2  squares. 

-  ^  -t-  -  ■•  .        ..  '  . 

W. .  Kings's  rook's  pawn  2  squares. 

B.  King's  knight's  pawn.  1  square.  ; 

•    •  ■•    :    '  5. 

W.  Kiftg*s  knight  at  the  adverse  king's  4th. 
B.  King's  knjghi  at  his  bishop's-  Sd. 


•      •   • 


11 


W.  Queen's 
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6. 

W.  Queen's  pawn  2  squares,  (a)  jp^ 
B*  Qu^n'si  pawn  1  square. 

7. 

W.  King's  knight  at  his  queen's  3d. 

B.  The  king's  knight  takes  the  king's  pawn. 

8.  • 

,  W.  The  queen's  hishop  takes  the  pawn.  (Jb) 
B.  The  queen  at  her  king's  2d. 

9. 
W.  The  queen  at  her  king's  2d.  (c) 
B.  King's  hishop  at  his  knight's  2d. 

Notes. 

»    " 

(a)  You  might  have  taken  his  king's  knight's  pawn 
with  yours,  but  yqur  pieces  would  then  hav«  been  tcx> 
much  entangled ;  nevertheless,  I  shill  make  it  the  8ub« 
jeSt  of  a  back  ^ame. 

(i)  At  present  he  has  the  superiority  o?er  you  of  a 
pawn:  but  in  abatement  of  that  advantage,  it  is  to  be 
observed,  that  the  pawn  which  should  be  foremost^ 
being  left  behind,  will  remain  useless  till  it  attain  your 
king's  bishop's  fourth  square.    . 

(c)  Let  him  have  played  what  piece  he  would,  you 
certainly  should  have  playediis  yDo  liave  dpne^  imlesi 
jbc  had  exposed  some  pieoe  tp  be  taken. 

W.  Queen> 


TO  FORMER  6AHKS.  109 

10. 

W.  Queen's  bishop's  pawn  1  square. 
B.  King's  rook's  pawn  2  squares, 

11. 
W.  King's  knight's  pawn  1  square. 
B.  Queen's  pawn  1  square. 

12. 
W.  King's  bishop  at  his  knight's  2d. 
B.  King's  bishop's  pawn  2  squares,  (rf) 

13. 
W.  Queen's  knight  at  his  queen's  2d. 
B.  Queen's  bishop  at  his  king's  3d. 

14. 
W.  The  king  castles  with  his  rook,  (e) 
B.  Queen's  knight  at  his  bishop's  3d. 

Notes. 

(d)  His  knight,  which  he  arm<  with  two  pawnsi 
you  must  forbear  taking ;  as  it  would  unite  his  pawns 
ia  the  centre,  introducing  hi»  king's  bishop's  pawn, 
now  useless,  to  a  post  that  would  ensure  him  the 
game. 

(e)  tt  is  better  to  castle  on  your  right  than  on  youf 
left;  because  your  king  will  sustain  the  knight's 
pawn,  in  case  your  adversary  takes  your  queen's 
bishop. 

W.  The 
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15. 
W.  The  king  at  ^is  rook's  2d.  . 

B,  The  king  castles*  {.fy         \ 

Notes. 

■  » 

{f)  The  position  of  the  two  parties  is  nearly  ^vcn. 
The  white  pieces  must  carry  all  their  disposable  force 
against  the  adverse  king's  bishop's  pawn,  in  order  to 
take  it :  the  blacky  on  the  other  hand,  must  manceuvre 
to  exchange  the  king's  knight,  in  order  to  unite  their 
pawns  in  the  centre.  It  is  apparent  from  this  gambit^ 
that  it  is  not  advantageous  to  push  the  king's  rocA'ft 
pawn  two  squares^  at  the  fourth  move. 


r  •  r      •  t 


FIRST 


TO  FO,RM£R  OAl^SS.  l;!  1 

PRST  PAQK  QAME, 

On  the^Fifth  Move  of  the  Black. 

5. 

W,  King's  knight  at  the  adverse  king's  4th. 
B,  The  queen  at  her  king's  2d. 

6. 
W.   Queen's  pawn  £  squares,  (a). 
B.   Queen's  pawn  1  square. 

7. 

W.  The  king's,  knight  tajces    the    kiq^'s 

knight's  pawn. 

B.  The  queen  takes  the  king's  pawn,  and  gives 

check* 

8. 

W.  The  queen  covers  the  pheck  (i) 

Notes. 

{a)  Had  ycm  taken  the  exposed  pawn  with  your, 
kfiighty  he  would  have  pushed  his  king's  bishop's  pawn 
upon  your  knight,  forcing  him  to  retire  to  your  king'^ 
bishop's  second  :  he  tl^en,  taking  your  king's  gawn  ^ith 
th^  of  his  bishop^  would  have  secured  the  advantage 
of  position. 

(A)  In  this  situation  you  must  exchange  queens,  as 
the  most  eligible  step ;  and  afterwards  take  the  gambit 
pa\fn.  The  two  games  are  even.  It  is  easily  seen, 
(h^t  this  way  of  playing  the  gambit  is  neither  of  a  very 
interesting  nature,  nor  affords  the  same  after-games 
or  numberless  variations  that  spring  from  Salvio's  gam- 
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SECOND  BACK  GAME, 

On  the  Second  Move  of  the  Whiter 

9 

I  ,  * 

6. 
W.  The  king's  knight  takes  the  knight's 

pawn,  (a) 
B.  The  king's  knight  takes  the  king'* 
pawn.  (6) 

.     ,  7. 

W.  The  queen  at  her  king's  2d. 
B.  The  same,  (c) 

Nates. 

< 

(a)  Had  you  played  your  king's  bishop  to  your 
queen's  bishop's  fourth,  attacking  his  king's  bishop's 
pawn,  he  would  have  removed  his  queen  to  her  king's 
second  square^  and  rendered  your  position  far  from 
good.      '        ■ 

(t)  It  would  be  bad  play  to  take  your  knight  with 
his.  • 

(c)  Though  he  defends  his  knight  with  his  queeii» 
he  might  without  danger  have  sustained  faim»  by  push- 
ing his  queen's  pawn  two  squares :  in  which  case  you 
must  have  removed  your  king's  knight  to  his  bishop's 
second. 

W.  Que<Jh% 


4  •       4 

W.  Queen-s  kniglrt  at.jbis  hii^^P^^^  , 

B.  King's  .I^Bigi^t   af   'xht^,^Y^m  ^^^  / 
knight's  Sd.  '  \  ■- 

W.  The  queen  takes  the  queen. 

B.  The  king's  bishop,  t^^Eft  the  queen. 

W.  Ki)?g'»i:?o<>k  at-its  ?^  §qUftK«<.)  v.'  o.i::j  .    • : 
B.  Queen's  pawn  2  squareei ;(«);  ■••!  •   '..'.■ 

11. 
W.  King's  knight  at  the  adverse  king's  4th. 
B.  Queen's  bishop's  pawn  1  square. 

12. 
W.  Queen's  pawn  2  squares. 
B.  King's  knight  at  his  bishop's  4th. 

Notes. 

(d)  You  play  the  knight  to  hinder  him  from  pushing 
his  queen's  pawn  two  squares ;  but  if,  contrary  to  your 
expeftation^  he  should  move  the  pawn  to  its  full  extCBt, 
you  may  take  it  without  danger* 

{e)  Had  he  played  the  knight  to  his  king's  bishop's 
fourth,  you  must  have  attacked  his  king's  bishop  with 
your  queen's  knight,  to  procure  his  removal ;  and  if  he 
had  afterwards  taken  the  rook's  pawn  and  given  check, 
you  should  have  taken  his  bishop  with  your  rook,  to 
give  check  with  your  queen's  knight. 

yoL,;ii,:  1  W.  King'^ 


1 
/ 


\ 


iU 


15. 


W.  Kfng^s  knight  at  Ttm  bishop's  3d. 
B.  Khtg's  bishop  at  his  queen'a  9A. 

U. 
W.  King's  bishop  at  his  queen's  3d.  (/) 

(/)  The ''game  is  nearly  even:  the  gamUt  pawn 
will  in  time  be  taluiiiy  as  it  iS'&eparated,  and  cannot  be 
sustained,  but  by  tbe  {neoas* 


SUPPLEMENT 


to  I^OAMBR  l>AM£S.  Uji 


SUPPLEMENT 

To  the  Third  Party  in  the  First  Volume ;  the 

Black  moving  first 

WITH    Otrfi    B4GI(   'GJklViE/ 

*  -  i»  • 

•  •  • 

On  the  Seventh  Move  of  the  ft^htie^ 

1 

B.  The  king'fi  pawn  «  sijuares: 
W.  The  same. 

'    .         S. 
B.   King's  knight  ai;  his  bishop's  8d.  , 
W.  Queen's  pawn  1  square. 

B.  Queen's  pawn  2  squares. 

W.  King's  bishop's  pawn  2  squares. 

B.  The  queen's  pawn  takes  the  king's  "pzVm. 
W.  The  king's  bishop's  patvti  takes  the  pawn. 

B.  King's,   knight  at   the   adverse    king*s 
knight's  4th* 

4 

-W.  Queen's  pawn  I  square,  (a) 

B.  Queen's 

(«)  It  16  bdner  to  ptiA  this  pawn  the  sec6nd  ^uvt, 
dfad  to  cxt)OSt  die  qu^ena,  which  would  bring  0n  a 
series  of  very  puzzling  moves ;  whereas,  on  the  mode 

intended 


^ 
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6. 

B,  Queen's  pawn    moves    to 'the   adverse 

king's  3d. 
W.  King's  knight  at  his  rook's  3d. 

7.    ■ 
B.  Queen's  Inskop's  p«wn  2  squares, 
W.  Queen's  pawn  1  square.  (,b)^p^ 

S. 
B.  The  king's  knight  takes  the  pawn. 
W.  The  king's  bishop  gives  check. 

9. 
B.  The  queen's  bishop  covers  the  check. 

W.  The  bishop  takes  the  bishop.' 

10. 

B.  The  queen's  knight  takes  the  bishop. 

W.  The  king  castles,  (c) 

Notes. 

intsended  to  be  pursued^  whether  he  takes  the  king'^s 
pawn,  or  the  king's  knight,  you  will  find  ways  to  de- 
fend yourself. 

(b)  If  you  had  sustained  your  queen's  pawn^  with, 
that  of  your  queen*s  bishop,  you  would  have  lost  the 
game ;  but  in  this  situation  he  cannot  take  the  pawn 
that  is  upon  the  file  of  your  king,  without  losing  in 
return  the  one  that  is  at  your  king's  third.  There  is 
yet  another  way  of  playing,  giving  check  with  the 
king's  bishop :  it  will  make  the  subge^l  of  a  back  game. 

<(r)  The  pieces  of  the  white  seem  to  be  tlie  better 
placed.  : 

BACK 


I      <. 


TO  FORMXB  OAMES.  li"^ 

a  * 

BACK  GAME, 

On  the  Seventh  Move  of  the  W^hite. 

B.  Queen's  bishop's  pawn  2  squares. 
W.  The  king's  bishop  gives  check. 

8.' 
B.  Queen's  knight  at  his  bi&hop's  3d!  (a) 
W»  Queen's  pawn  1  square. 

B.  Queen's  rook's  pawn  1  square. 
W.  King's  bishop's  pawn  at  the  adverse  king*s 
3d.  (A) 

10. 
I  B.  The  queen's  rook's  pawn  takes  the  bishop. 

W.  The  queen  takes  the  knight. 

11. 
B.  The  queen  takes  the  pawn. 
W.  King's  knight  at  his  bishop's  4th. 


Notes. 

{a)  Had  he  covered  the  check  with  his  queen's 
bishop,  you  had  been  enabled  to  take  his  king's  knight 
widi  your  queen. 

(b)  If  he  take  this  [Jawn  with  his  king's  bishop's 
pawn,  you  take  his  queen's  knight,  giving  check  ;  and 
afterwards  take  his  king's  knight  with  your  queen. 

^  B.  The 


lU 


SITVPLEHENTS 


V 


IS. 

B,  The  queen  at  the  adverse  king's  4th.  (c) 
W.  The  pawn  takes  the  king's  bishop's  pawn, 
and  gives  check. 

13. 
B.  The  king  takes  the  pawn. 
W.  The  queen  gives  check, 

14. 
B.  The  king's  knight's  pawn  covers  the  cb^ck^^ 
W.  The  queen  gives  check  at  the  adverse 
queen's  4th, 

15. 
B.  The  queen  takes  the  queen. 
W.  The  knight  takes  the  queen. 

16. 
B.  Queen's  bishop  at  his  king's  bishop's  4th. 
W.  The  king's  knight  t^kes  the  pawn. 

17. 
B.  King's  bishop  at  his  knight's  Sd* 

W.  Queen's  bishop's  pawn  1  square. 


Notes. 

(r)  Had  he  takcQ  the  pawn  that  i$  at  bis  Img's 
thirds  and  attacked  your  queen^  you  muft  have  taken 
bis  queen  with  your  knight )  and  upon  the  ca^t^re  of 
your  queen,  your  knight^  by  attacking  the  kin^  wi 
rook,  would  have  ensured  the  game* 


TO  FORMEE  GAMES.  11$ 

B.  King's.rook  at  its  king's  scpiare. 
W.  The  king  castles. 


The  advantage  of  position  inclines  to  the 
white  party. 


PRACTICAX. 
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AND 

CnHiSi  of  Pattiejf^ 


METHOD 

OF  GIVING  CHECK-MATE  WITH  A  ROOK  AND 

»  « 

A  BISHOP  AGAINST  A  ROOK,  (o) 

Situation  of  the  White. 

The  king  at  the  adverse  king's  3d. 
The  rook  at  its  queen's  bishop's  square. 
The  bishop  at  the  adverse  king's  4th» 

Situation  of  the  Black. 

The  king  at  his  square. 
The  rook  at  its  queen's  2d. 

1. 
W.  The  rook  gives  check. 
B.  The  rook  covers  the  check. 

Notes. 

{a)  In  a  former  edition,  I  thought  it  would  suffice  to 
place  the  black  in  that  position,  which  was  most  fa- 
vourable to  a  protra£l:ed  defence :  but,  as  many  lovers 
of  the  game  desire  to  know  the  mode  of  forcing  the 
black  into  the  position,  here  assigned  to  him,  it  will  be 
displayed  in  a  subsequent  example. 

W.  The 


ftOOK  AND  BlflHOI^    '  iSi 

2. 

W.  Ilie  rook  at  the  acfverse  queen's  bishop's 

2d. 

B.  The  rook  at  the  adverse  queen's  2d.  (A) 

3. 

W.  The  rook  at  the:advCT>e  queen's  knight's 

2d.  (c) 

fi.  The  rook  at  the  adverse  queen's  square. 

4. 

W.  The  rook  at  the  adverse  king's  knight's 

2d.  (d) 

B.  The  I'Ook  at  the  adverse  king's  bishop's 

square.  (^)  ^ 

W.  The 

^  {by  He  takes  die  situation  most  calculated  to  elude 
ypy»:  To  give  check-mate,  you  must  force  your  adver- 
aafy  tO  .place  his  rook^  either  at  your  queen's  squarey  or 
at  your  queen's  third  square.  In  either  position,  the 
game  will:  be  won,  after  a  few  computed  moves#  * 

{c)  He   is  now  obliged  to  play  his  rook  to   your 
queen's  square,  or  to  your  queen's  third  square. 

{d)  You  have  already  forced  him  to  play  his  j'ook  to 
one  of  those  squares  where  he  is  in  a  course  to  lose : 
.  but  this  is  not  enough ;  for  your  rook  must  not  be  far- 
ther from  your  king  than  the  number  of  squares  which 
'k  knight  p4s9Q6  at  a  move.     If  you  were  to  piiy  your 
rook  to  its  j;|ueen's  bishop's  second  square,  he  wouki 
piay  his  rook  to  your  queen's  second  square ;  and  you 
*  must 


If9  «OaK  4NP  KISft^F 

5. 

W.  The  bkbop  at  hi#  king'$  knight'a  8<f . 
B.  The  king  at  his  bishop's  square.  C/)c^ 

W»  The  rook  at  its  king's  knight's  4th. 
B.  The  king  at  hi»  square,  (g). 

7. 
W.  The  rook  at  its  queen's  bishop's  4tb. 
EL  The   rook    at   the    adverse    queen's 
square.  (A)^ 

8. 
W.  The  bishop  at  his  king's  rook's  *tk 
B.  The  king  at  his  bishop's  square* 

Notes. 

must  be  eternally  recommencing :  whereaai  by  passing 
your  rook  on  your  right,  he  must,  to  parry  the  mate, 
play  his  rook  to  your  king^s  bishop's  square,  which  is 
no  better  th^n  that  of  his  quetn. 

(e)  As  he  might  have  played  his  king  to  his  bishop^ 
square,  we  will  make  it  the  $ubje£l  of  a  back-game. 

(/)   He  could  have  played  his  root  to  your  king's 
bishop's  third :  the  subje<St  of  another  back-game. 

(g)  He  brings  back  his  king  to  form  an  interval,  for 
h»  rook  to  cover  the  check  of  your  rook. 

(b)  He  might  have,  played  the  king  to  his  bishop^s 
square:  the  subje(Sl  of  the  last  back-game* 

W.  The 


♦ 

9. 
W.  The  bisbcip  ftt  the  ndnerSK:  kivf's  bishop's 

3d. 
B.  The  rook  gives  check. 

10, 
W.  The  bishop  covers  the  check. 
R  The  king  at  his  knight's  square^ 

W.  The  rook  at  its  king's  rook's  4th  square, 
and  must  win. 


FIRST 


1S4  ROOK  AND  BISHOP 

FIRST  BACK  GAME, 

On  the  Fourth  Move  of  the  Black. 

4. 
W.  The  rook  at  the  adverse  king's  knight's 

2d. 
B.  The  king  at  his  bishop's  square. 

5. 

W.  The  rook   at  the  adverse  king's  rook's 

2d.  (a) 

B.  The  rook  at  the  adverse  king's  knight's 

square. 

6. 

W.  The  rook  at  the  adverse  queen's  tishop's 

2d.  (4) 

B.  The  king  at  his  knight's  square. 

Notes. 

(a)  You  force  hiniy  by  this  move,  to  play  his  rook 
to  your  king's  knight^s  square,  to  parry  the  mate; 
which  will  give  you  his  rook  gratuitously.      ' 

(i)  You  leave  him  no  other  way  to  ward  the  mate, 
than  playing  his  king  to  his  knight's  square ;  for,  if  he 
^heck    with  his  rook,   you  preserve  your  attack  im- 
pending in  undiminished  force  over  him,  by  covering 
with  your  bishop. 

W.  The 
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7. 
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W.  The  rook  gives  check,  at  the  adverse 

queen's  bishop's  square. 
B,  The  king  at  his  rook's  2d. 

8. 
W.  The  rook  gives  check  at  the  adverse  kiiig's 

rook's  square,  and  must  win.   * 


^       X 


SECOND 


»  '    « 


^  SECONP  BACK  QAJME, 

On  the  ^fth  Move  vf  the  Black.  '  ■     • 

5- 
B.  The  rook  at  tlie  I(dvfirft9'king'8'biiil>d^'6  9d. 

W.  The  bishop  at  the  adverse  queen's  3d- 
B.  The  rook  gives  check. 

7.  , 

W,  The  bishop  covers  the  check. 

B.  The  rook  at  the  adverse  king's  bishop's 
3d.  {a) 

W*  The  rook,  gives  check  at  the  adverse 

king's  2d. 
B.  The  king  at  his  bishop's  square.  (Jb) 

9.  . 

W.  The  rook  at  the  adverse  queen's  bishop's  2d. 
B.  The  king  at  his  knight's  square. 

Notes. 

(/?)  If  he  had  moved  his  king  to  his  bishop's  square, 
you  would  have  played  your  rook  to  his  king^s  rook*s 
second,  in  order  to  give  mate  the  next  move. 

(b)  If  he  had  moved  his  king  to  Tiis  queen's  square, 
you  must  have  played  your  rook  to  his  queen^  knight's 
second,  in  order  to  give  mate  the  next  move. 

ft'.^)  '  W.  The 


10. 

W,  The  rook  gives    check  at  tic  adverse 

king's  knight's  Sd. 
a.  The  king  at  his  bishop's  square,  (c) 

11. 
W.  The  rook  at  its  king's  knight's  4th.    , 
B.  The  king  at  his  square,  {d) 

IS. 
W.  The  bishop  at  his  king^s  bishop's  4th/.  anil 
must  win  the  game.  /       ;V 

Notes. 

* 

(c)  If  he  had  played  his  king  to  bis  rook's  square, 
you  would  have  won  his  rook,  giving  check  by  disco* 
very. 

(d)  If  he  had  played  his  rook  to  your  king's  third, 
to  prevent  the  check  of  your  bishop ;  you  must  jiave 
played  your  rook  to  your  king's  rook's  fourth,  in  order 
to  give  mate  the  next  move. 


THIRD 
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THIRD  BACK  GAME, 

.  On  the  S&6eiiih  Move  vfihe  Blaak. . 


!"*  "f 


7. 
W.  The  rook  at  its  queen  s  bishop's  4th.  * 
B.  The  king  at  his  bishop's  square.     •      ' 

8. 
W:  The  bishop  at  the  adverse  king*s  4th.  ^    * 
B.  The  king  at  his  knight's  square/       '     '  ^ 

W.  The  rook   at  its  king's  rook's  4th,    and 
must  \irin  the  game.     ^ 


t        * 


'        V 


I 


METHOD 


AaAIKS*?  A. ROOK. ^  1S9 


METHOD 


OF     FORCING      THIS     BLACK     TO    I'AKE    THE^ 
POSITION  ABOVE    ASSIGNED,    IN    ORDER  TO 
GIVE     H^TE     WITH    A     ROOK    AND     BISHOft^ 

AGAINST    A    ROOK. 

,  .  .  . 

Situation  of  the  JP^hite. 

The  king  at  his  4th  square. 

The  bishpp  ;at  his-  king's  3d  square. 

The  rook  at  its  queen's  rook's  2d. 

Situation  of  the  Black 

The  king  at  his  3d  square. 

The  rook  at  its  queen's  2d  square.    * 

1. 

* 

W.  The  rook  at  its  queen^s  knight's  gd.  (a) 
B*  The  rook  at  its  queen's  square. 

2. 
W.  The  bishop  at  his  king's  bishop's  4th.  (i) 
Bb  The  rook  at  its  king's  square. 

Notes. 

(a)  If  you  had  checked  -with  your  rook,  hb  would 
have  covered  with  his ;  but  he  is  now  obliged  to  retfa^ 
bis  rook,  which  enables  you  to  employ  your  bishop. 

(A)  This  prevents  his  rook  from  covering  the  check 
fy>m  youvtt  so  that  you  may  force  his  king  to  retrograde. 

VOL  II,  K  W.  The 
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W,  The  rook  gives  check. 

B.  The  king  mt  his  bishops  Hd. 

4. 
W.  The  king  at  the  adverse  king's  l»ishq>'9 

4th. 
B.  The  rook  at  the  adverse  king's  2d. 

5. 
W.  The  rook  at  its  queen's  knight's  square,  (c) 
B.  The  rook  at  the  adverse  king's  bishop's  2d. 

6. 
W.  The  rook  gives  check. 
B.  The  king  at  his  bishop's  jsqustre.  (d) 

Notes. 

(c)  This  move  is  material,  in  order  to  employ  your 
bish^  as  above  dire&ei;  that  is,  to  i^r  his' rook 
from  covering  the  chedc,  wbi»h  yoa.  will  Hire  .<vith 
yours. 

(d )  If  he  bad  moved  the  king  to  his  sqisase,  you 
must  then  h^ve  advanced  your  king  to.  the  iace  of  hik 
king,  and  left  your  bishop  exposed.  The  ivhole  diffi- 
culty consists  in  placing  your  bishop  at  the  advetse 
king's  fouith.  Your  adversary's  manoeuvre  to  prevent 
ity  will  be,  leaving  his  king  .ina6Uve,  and  playing  his 
rook,  alternately,  from  the  second  to  the  first  s^are  of 
your  king's  bishop. 

•  W.  The 


/ 
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7. 

W.  *rhe  king  at  hia  4tli  square. 
B.  The  king  at  his  square,  (e)  .^ 

8. 
W.  The  bishop  at  the  adverse  king's  4th. 
B.  The  rook  at  its  king's  bishop's  S;4^ 

W.  The  rook  gives  check. 

B.  The  king  at  his  Sd  square. 

10. 

W.  The  king  at  the  adverse  queen's  4th. 

B.  The  rook  at  the  adverse  king's  bishop's 

square, 

11. 

W.  The  rook  gives  check,    at  the  adverse 

quecm's  knight's  Sd« 

B.  The  king  at  liis  sifttaie. 

W.  The  king  at  th^  adiverse  kiQg'^-  9ii  ai^ji 
finds  himself  hi  the  position  abovq  as^ogne^ 

Notts. 

.  (*;  Had  he  given  you  check  with  his.  rpojc,  you 
mast  have  played  your  king  to  the  adiverse  queen's 
fourth,  which  would  hare  giveu  ybur  bid^op^  the  liece#» 
fary  liberty.  The  adversary  could  have  likewise  played 
his  king  CO  his  koi^'s  sqjtaiti  whicli  ^j)l  i«e!  mvie 
the  subjedl  of  a  back  ^w^ 

B4CK 
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BACK  GAME, 

Oh  the  Seventh  Move  of  the  BlacJr* 

4 

7. 
W.  The  king  at  his  4th  square. 
B,  The  king  at  his  knight's  square. 

W.  The  bishop  at  the  adverse  king's  4th. 
B.  The  rook  at  its  king's  bishop's  2d. 

9. 
W.  The  rook  at  its  queen's  knight's  square* 

B.  The»rook  at  the  adverse  king's  bishop's  2d- 

W.  The  king  at  the  adverse  queen*s  4th. 
B.  The  king  at  his  bislK)p's  fid. 

W.  The  rook  gives  check.  ^i   •*■ 

B.  The  king  at  hisknight'«  3d;         ^     - 

12. 
W.  The  rook  gives  check  at  the  adverse  k»ig^s 

knight's  2d. 
J3.  The  king  at  his  rook's  3d. 

13. 
W.  The  king  at  the  adverse  king's  Sd. 
B.  The  rook  at  the  adverse  king^s  2d. 

W.  The 


14. 
W,  The  rook  at  its  king's  knight*s  square. 
R  .The  rook  at  the  adverse  king's  bishop's  Sd. 

15. 
W.  The  bishop  at  the  adverse  king's  bishop's 

3d. 
B.  The  king  at  his  rook's  4th. 

16. 
W.  The  rook  gives  check  at  the  adverse  king's 

knight's  4th. 
B.  The  king  at  liis  rook's  3d. 

17. 
W.  The  king  at  the  adverse  king's  bishop's  2d. 
B.  The  rook  at  the  adverse  queen's  bishop's  2d. 

18. 
W.  The  rook  at  the  adverse  queen's  knight's 

4th. 
B.  The  rook  gives  check. 

19. 
W.  The  bishop  covers  the  check. 

B.  The  rook  at  its  queen's  2d. 

20. 
W.  The  rook  at  the  adverse  queen's  knight's 

square. 
B.  The  king  at  his  rook's  4th. 

21. 
W.  The  rook  at  its  queen's  knight's  4th,   and 

will  give  check-mate  the  next  move. 
-  '  It 


I 
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tt  tnay  l)e  seen  by  thi$  back-game,  that 
when  the  pieces  do  not  exactly  «tand  in  the 
situation  before  assigned^  there  may  be  various 
ways  to  force  the  mate :  but  a  circumstance 
that  cannot  be  dispensed  with,  is,  that  the 
bishop  must  stand  on  a  diagonal  that  run$ 
close  to  his  king,  to  cover  him  in  case  of  a 
check. 


METHOD 


195 


METHOD 

OF   GIVING    CHECK-MATE   WITH   A    KNIGHT 

AND  A   BIHHOP. 

Situation  of  the  White. 

The  king  at  his  4th  square^ 
The  queen's  knight  at  bis  square. 
The  king's  bishop  at  his  square* 

Situation  of  the  Black. 
The  king  at  his  bishopV  Sd 

1. 
Vf.  The  bishop  at  his  queen's  bishop's  4th,  (a) 
B.  The  king  at  his  knight's  3d. 

2. 
W.  The  king  at  his  bishop's  4th» 
B.  The  king  at  his  bishop's  3d. 

Notes. 

{a)  The  mate  aitist  be  given  in  the  corner  which  is 
nf  the  colour  on  which  the  bishop  moves;  and  when 
the  adverse  king  retires  to  the  corner,  differently 
colounsd,  the  stroke  is  eff:£lcd»  by  a  gradual  process  ot 
eighteen  or  twenty  moves. 

W.  The 
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3. 

W.  The  knight  at  his  queen's  bishop's  3d. 
B.  The  king  at  his  knight's  3d. 

W.  The  knight  at  his  king's  4th.  (A) 
fi.  The  king  at  his  rook's  3d. 

5. 
W.  The  king  at  the  adverse  king's  bishop's  4tk 
B,  The  king  at  his  rook's  Sd.  (c) 

6. 
W.  The  king  at  the  adverse  king's  bishop's  3d. 
B.  The  king  at  his  rook's  square,  (rf) 

•     7.     •    • 
W.  The  knight  at  the  adverse  queen's  3d. 

B.  The  king  at  his  rook's  2d. 

Notes. 

(i)  The  office  of  the  knight  isy  to  exclude  the  adverse 
king  from  the  squares  which  are  out  of  the  bishop's 
field. 

(c)  If  he  had  played  his  king  to  his  rook*s  fourth, 
you  must  have  given  check  with  the  bishop  nt  your 
king's  second ;  and  should  he  then  pass  bis  king  to  that 
quarter  of  the  board  which  has  a  corner  square  of  your 
bisfaop*8  colour,  you  will  mate  him  in  a  few  moves. . 

(d)  If  he  had  moved  to  his  rook's  third,  you  must 
have  played  your  bishop  to  your  king's  second,  to 
oblige  his  king  to  seek  shelter  in  the  black  angle, 
whence  your  knight  will  soon  dislodge  him. 

W.  The 
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8. 
W.  The  knight  at  the  adverse  king's  bishop's 

2d.  (c)  i. 

B.  The  king  at  his  knight's  square,  (y) 

W.  The  bishop  at  his  queen's  3<i 
B.  The  king  at  his  bishop's  square. 

10.  ^      ^ 

W.  The  bishop  at  the  adverse  king's  rook's  2d. 
B.  The  king  at  his  square. 

11. 
W.  The  knight  at  the  adverse  king's  4th. 
B.  The  king  at  his  bishop's  square,  (g)  JT;^ 

12.' 
W.  The  knight  gives  check  at  the  adverse 

queen's  2d. 
B.  The  king  at  his  square. 

Kates. 

[e)  From  this  position,  the  mate  is  forced  m  about 
eighteen  or  twenty  mdves. 

(f)  The  knight  prevents  his  king  from  returning  ti> 
the  corner.  Your  objeft  is,  to  exclude  him  with  the 
knight  from  the  bl^ck  squares,  and  with  the  bishop  from 
the  white  ones, 

(^)  He  might  bavjC  played  his  king  to  his  queen's 
square ;  which  is  traced  to  its  consequences  in  a  bkck 
game. 

W.  The 


198  CSECK.-UATE  K^ITH  ^ 

IS. 

W.  The  king  at  the  adverse  king's  Sd* 
B.  The  king  at  his  queen's  square. 

14. 

W.  The  king  at  the  adverse  queen's  3d. 
B.  The  king  at  his  square.  ^ 

15. 
W.  The  hishop  gives  check* 
B.  The  king  at  his  queen's  square. 

16. 
W.  The  bishop  at  the  adverse  king's  bishop's 

2d. 
B.  The  king  at  his  queen's  bishop's  square. 

17. 
W.  ITie  knight  at  the  adverse  queen's  bishop's 

4th.  / 

B.  The  king  at  his  queen's  square. 

18. 
W.  The  knight  gives  check  at  the  adverse 

queen's  knight's  £d. 
B.  The  king  at  his  queen's  bishop  square. 

19. 
W.  Tlie  king  at  the  adverse  queen's  bishop's 

3d. 
B   The  king  at  his  queen's  knight's  square. 


W.  The 
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20.. 

W.  The  king  at  the  adverse  queen's  knight's 

3d. 
B»  The  king  at  his  queen's  bishop's  square. 

.21. 
W.  The  bishop  gives  check. 

B.  The  king  at  his  queen's  knight's  square. 

S2. 
W.  The  bishop  at  the  adverse  queen's  Sd. 
B.  The  king  at  his  queen's  rook's  square. 

23. 
W.  The  knight  at  the  adverse  queen's  bishop't 

4th. 
B.  The  king  at  his  queen's  knigbt's  square. 

24. 
W.  The  knight  gives  check  at  the  adverse 

queen's  rook's  3d. 
B.  The  king  at  his  queen's  rook's  square. 

25. 
W.  The  bishop  gives  check^mate* 


BACK 
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BACK  GAME, 

On  the  Eieuenth  Move  of  the  Black, 

11. 

W.  The  knight  at  the  adverse  king's  4th. 
B.  The  king  at  his  queeri^s  square. 

12. 
W.  The  king  at  the  adverse  king's  3d. 
B.  The  king  at  his  queen's  bishop's  2d. 

13. 
W.  The  knight  at  the  adverse  queen's  2d.  (a) 
B.  The  king  at  his  queen's  bishop's  3d. 

14. 
W.  The  bishop  at  his  queen's  3d.  (b) 
B.  The  king  at  his  queen's  bishop's  2d. 

15. 
W.  The  bishop  at  his  king's  4th. 
B.  The  king  at  his  queen's  square. 

16. 
W.  The  king  at  the  adverse  queen's  3d.       ^ 
B.  The  king  at  his  square. 

Notes. 

(a)  It  is  to  be  observed,  that  the  knight  does  not 
change  the  direftion  of  his  moves,  whether  the  black 
player  adopt  die  course  of  the  game  or  the  back  game. 

(b)  If  you  had  given  check  with  your  bishop,  h^e 
would  have  passed  his  king  into  the  other  corner;  and 
your  attack  would  have  been  eluded. 

W.  The 
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17.  ^ 
W.  The  bishop  gives  dtec^.'- 

B..  The  Hing.  at  Jiis  queer's  sqii^ire.  . 

18.  . 

W.  The  bishop  at  the  adverse  king's  bishop's 
2d. 

B.  The  king  at  his  queen's  bishop's  square. 

.    .      19.    . 
W.  The  knight.at  the  adverse  queen's  Hbishop's 

4th.  (c) 


«  • 


{c)  It  is  needless  to  proceefl.  The  position  ii|dacc|El 
by  the  back  gatnet  is  that  of  die  seventeenth  move  of 
the  game. 


•   • 


« 


A  PARTY,  : 

WON  WITH  A  BOOK  Ayi>  A  PAWK  AGAINST 

A  BISHOP. 

Situation  of  the  White. 

The 'king  at  his  4tk  square. 

The  queen's  pawn  at  the  queen's  4th. 

The  fook  at  its  queen's  square. 

_  ^     ^ 

Situation  of  the  Black. 

The  king  at  his  3d  square. 

The  king's  bishop  at  his  queen's  bishop's  SkL 

1. 
W.  The  rook  at  its  queen's  rook's  square,  (a) 
fi.  The  bishop  at  his  queen's  knight's  square. 

2. 
W.  The  rook  gives  check. 
B.  The  bishop  covers  the  check.  (J) 

Notes. 

m 

(a).  If  you  had  pushed  your  pawn,  to  giv ' 
you  would  have  furnished  the  adversary  with 
of  making  a  drawn  game,  as  will  be  seen  a 

(i)  If  he  had  withdrawn  his  king,  y 
ffdCruded  yours  to  the  van  of  your  pa 
it  to  be  woh,  only  by  advancing  youi 
fining  that  of  your  adversary  to  th 
viously  to  pushing  the  pawn. 
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3. 
W-  The  rook  at  the  adverse  queen's  knight's 

3d.  (c) 
B.  The  king  at  his  queen's  ad, 

W.  The  king  at  the  adverse  queen's  4th. 
B.  The  bishop  at  the  adverse  king's  knight's 
3d. 

^-  . 

W.  The  rook  gives  check  at  the  adverse 

queen's  rook's  2d. 

B.  The  bishop  covers  the  check. 

6. 

W.  The  rook  at  the  adverse  queen's  rook's  Si. 

B.  The  king  at  his  queen's  bishop's  square. 

7. 
W.  The  king  at  the  adverse  queen's  bishopV 

8d.  (cO  ^ 

Notes. 

♦  , 

(c)  Th|s  t»wt  imp^^Ks  qn  him  a  ncocs«}ty  0f  rcH 
tracing  his  king,  and  resigning  the  field  to  yours* : 

(d)  In  this  position  the  game  is  won*  either  bj 
pushing  the  pawn  to  queen»  or  forcing  the  adverse 
bishop* 
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A  DRAWN  GAME, 

WITH    A    BOOK   AND  A    PAWN   AGAINST  A 

BISHOP. 

Situation  of  the  JVhite. 

The  king  at  his  4th  square. 

The  queen's  pawn  at  the  queen's  4th*. 

The  rook  at  its  queen's  square. 

Situation  of  the  Black.  ; 

The  king  at  K^  3d  square. 

The  king's  bishop  at  his  queen's  bishop's  2d. 

1. 
V.  The  pawn  gives  check,  (a) 
fi.  The  king  at  his  queen's  Sd. 

2. 
W.  The  king  at  his  queen's  4th. 
B»  The  bishop  at  the  adverse  king's  knight's 
Sd. 

Notes. 

(a)  The  result  from  this  movement  must  be  a  drawn 
game^  because  your  king  cannot  recover  the  oppor- 
tunity of  advancing  before  your  pawn,  supposing  your 
adversary  to  play  with  critical  precision. 

W.  The 


3. 

Wy.  The  rp^lc  at  i]ts  q.u,ew's  i^Q^'f  «W#^"    ' 

B,  Tb?  bishop  at  the  adverse  :^ii^g'?  hi»^p^ 

.4th.  (A)  *     .;•     : 

4. 

W.  The  rook  gives  qheck. 

B.  The  king  at  his  queeii*s  3^.  (c)   . 

5. 
W.  The  king  at  hb  <4th  s<}uare.. 
fi.  The.  bishop  at  the  adverse  kin^^'s  knighf  |^ 
3d.  (rf) 

a 
/ 

{h)  It  is  material  for  him  to  keep  his  Vi^bpj}  ^  a 
distance  from  your  king,  ta  pnable  him  to  give  check, 
should  y/tfn  play  tb^  ki|^  tQ  one  pf  tl>p  l^^k  Sfuart^ 
next  to  your  pawn.  -       .  .        , 


•  I     < 


Ic)  If  he  had  coy^fprf  1^9  ichfeiEJ*  yep  npml^  Jiai«| 
won  the  game,  by  pushing  your  king  forwards  to  the 
black  square  feeing  his  bi^^^p^ 

(d)  If  he  had  played  his  bishop  to  your  king's  rook's 
steond,  you  Would  have  won  tlie  garite,;  by  pl^ymg 
your  rook  to  his  king's  kpight^s  ieo€>nd«  It  is  tQ-bv 
^iMftTved,  that^  it  the  defence  of  tUs  party,  ^i>^hop» 
while  he  is  so  distant  as  to  seane  l^imtelf  from.captvcev 
xpuft  hexeady  to  ^yfpi^tfi  a4i^m^  ^i  T^H/P^-  t^e 
a4vcrj«  icing>  ^.     ,       ,.,..:. 


«     •  ♦ 
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.^ 


6; 

W.  The  rook  at  the  adverse  king's  knight-s  id. 
B.  The  bishop  at  the  adverse  king's  squaiT, 
in  readiness  to  check. 

7. 
W.  The  rook  gives  check. 

B.  The  king  at  his  queen's  2d. 

8. 
Wrf  The  pawn  i  square,  (e) 
JB,  The  king  at  his  queen*s  bishop's  3d.,  (y!) 

•    ^    1 

9. 
W.  The  king  at  the  adverse  king's  4th, 

B.  The  bishop  at  the  adverse  queen's  knight's 

4th.(^) 

10. 

W.  The  pawn  1  square,  discovering  check 

from  the  rook. 

6.  The  king  takes  the  pawn. 

Notes. 

(tf)  Had  you  advanced  the  king^  he  would  have 
ob%ed  you  to  r^ognJief  by  a  check  from  his  bishop. 

(/)  Any  other  movement  would  have  occasion^ 
bim  the  loss  of  the  game. 

(g)  In  this  position  your  pawn  is  forced ;  as  your 
king  cannot  proceed,  without  intercepting  the  commu* 
nication  between  the  pawn  and  the  rook. 

W.  The 
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11. 

W.  The  king  at  the  adverse  queen's  4th. 
B.  The  king  at  his  queen's  bishop's  Sd.  (A) 

{i)  When  a  player  has  a  bishop  against  a  rook, 
he  must  as.  soon  as  possible  station  his  king  on  a  comer 
square  of  the  chess«bpard»  of  a  difierent  colour  from 
the  field  of  the  bishop.  It  is  the  only  place  where  hp 
can  insure  a  drawn  game. 


METHOD 
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METHOD 

•  /      '  •  ■  ■  ^      .    . 

OF     GIVING    CHECK-MATE   WITH    A    SINGLE 

ftO0&. 

Situation  of  the  White. 

The  king  at  his  4th  sqaare. 

The  rook  at  its  klng'^s  rook's  square. 

Situation  of  the  Black, 
The  king  at  his  3d  square. 

1. 

• 

W.  The  rook  gives  check, 
fi.  The  king  at  his  2d  square. 

2, 
W.  The  king  at  the  adverse  king's  4th  square.  , 

6.  The  king  at  his  queen's  2d  square,  (a)  j 


\ 


Notes, 

[a)  His  king  must  be  opposite  to  yours,  previously 
to  each  time  of  your  giving  check  with  your  rook ; 
because  his  king  is  then  forced>  by  the  check,  to  retro- 
grade. 

*      :  W.  The 


W.  The  rosk  ftt  the  «dverw  king's  knight'* 

3d.  (A)  •.    . 

B.  The  king  At  his  queen's  bielu^'s  Sd.  : 

4, 
yf.  The  king  «l  ike  Mvtr^e  qu^ea's  4th. 
B.  The  king  at  his  <)ueen*s  k^ght's  Shd. 

W.  Th^  kifig  At  the  adverse  <peei»*fi  bislpop'^ 

4th. 
B.  The  king  at  his  quepn's  rook's  2d. 

W.  The  king  ^  the  adv^rsie  queen's  kaig^t'a 

4th. 
B,  Tiie  kiii^  at  his  ^ujeen's  kinight's  S^.  (c) 

W.  The  rook   gives  cheeky   at  the  adverse 

king's  knight's  Sd. 
B.  The  king  at  his  queejiji^  l)i^C5)'s  sqiuai^. 

Notes. 

{b)  If  you  had  played  your  king  opposite  to  his,  he 
would  have  restored  his  king  to  its  ^previous  place ; 
whereas,  should  he  on  this  move  play  his  king  to  the 
face  of  yours,  you  may  force  him  back  by  the  check 
of  your  rook. 

{c)  In  the  pmsent  case  he  us  obliged  to  place  'bis' 
kiilg  c^posite  u>  yooiVy  or  nbsoHitely  to  abfttidon  the 
raak, 

W.  Th« 
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8. 

W.  The  king  at  the  adverse  queen's-  bisKop's 

3d. 
B«  The  king  at  his  queen's  square. . 

9. 
W.  The  rook  at  the  adverse  queen's  rook's  £d. 

B.  The  king  at  his  square^ 

10. 
W.  The  king  at  the  adverse  queen's  3d. 
B.  The  king  at  his  bishop's  square. 

11. 
W.  The  king  at  the  adverse  king's  3d. 
B.  The  king  at  his  knight's  square. 

12. 
W.  The  king  at  the  adverse  king's  bishop's  3d. 
B.  The  king  at  his  rook's  square. 

13. 
W.  The  king  at  the  adverse  king's  knight's  3d. 
B.  The  king  at  his  knight's  squaie, 

14. 
W.  The  rook  gives  check-mate. 


There  is  another  mode  of  giving  check- 
mate with  a  rook,  which  may  be  pradised 
Drith  great  facility,  and  which  will,  in  ge- 
neral,  be  found  more   summary  than  that 

which 


1  ' 
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which  has  been  exhibited.  A  description  of 
it,  sufficiently  intelligible,  may  be  conveyed 
to  the  player,  without'  a  notation  of  the 
moves.  The  principle  of  it,,  is,  to  confine 
the  adverse  king  in  a  square,  two  sides  of 
which  are  formed  by  the  extremities  of  the 
board,  and  two  sides  by  two  impassable  lines, 
running  from  the  station  of  the  rook.  This, 
station  must,  at  the  commencement,  prescribe 
all  possible  limitation;  and  the  square  you 
continually  abridge,  by  the  progression  of 
the  rook,  supported  by  the  king.  When  the 
adverse  king  is*  reduced  to  an  area  of  four 
squares,  it  will  be  proper  to  suspend  the  action 
of  the  rook,  leaving  him  in  the  great  diagonal, 
on  the  third  square  from  the  corner.  The 
interim  will  be  employed  in  seating  your  own 
king  on  the  third  square  of  the  rank  or  the 
file.  This  completes  the  preparation  fqr  checkr 
mate. 


CONCLUSION 
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t30N€tUSIGN  OF  A  PARTYi 

•  h 

*         SituMion  of  the  tFkite. 

"ithe  king  at  his  bishop's  4th« 
The  queen  at  her  -Sd  square. 

Sifudtion  of  the  Black. 

The  king  at  his  2d  square. 
The  rook  at  its  king's  4th. 
The  queen's  pawn  at  the  queen's  3d.  {a) 

\. 
W.  The  queen  gives  check  at  the  jstdvetsfc 

king^s  rook's  2d.   (i) 
B.  The  king  at  his  5d  square. 

Notes. 

(a)  This  party  h  a  drawn  game,  when  the  pawn  has 
not  been  moved  from  its  place ;  but,  in  the  event  of  its 
having  been  advanced,  the  queen  must  win. 

(t)  His  defence  depends  entirely  upon  not  letting  your 

king  pass,  and  in  meditation  of  the  intended  obstruction, 

playing  his  rook  alternately  from  the  queen's  bishop's 

fourth  to  the  king's  fourth,  being  always  supported  by 

his  pawn. 

W-  The 
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W%  The  queen  give$  ch^ok^  at  the  adverw 

king's  knight's  square,  (c) 
B.  The  king  at  his  Sd  square. 

3. 
W,  The  queen  at  the  adverse  queen^s  bishop's 

square. 
B.  The  rook  at  its  queen^s  bishop^s  4tk 

^:  The  queen  gives  check,  at  the  adverse 

queen's  knightV  2d, 
B.  The  king  at  hii^  3d  square. 

W.  The  queen  at  the  adverse  king^s  knight's 

2d. 
B.  The  rook  at  its  king's  4th. 

6. 
W.  The  queen  at  the  adverse  qtiewa's  bishd|>V 

2d.  (d) 
B.  The  rook  at  its  queen's  l)ishop^8  4th. 

(c)  Tbis  move  is  guperflooui  and  unavailingr;  and  t 
^tiopt  ic^  only  to  ^vr^  by  what  trivial  means  turns  may 
ibe  panned  or  lost. 

id)  Thk  xDoves  lays  a  cdtaia  Ibundatiqa  for  a  de* 
jcision  in  your  favour;  'you  «ciiist,  thorafore,  at  &0 
second  move  of  the  queen^  take  this  .position* 

W.  The 
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7. 

W.'  The  queen  at  the  adverse  queea's  square. 
B.  The  rook  at  its  king's  4th. 

8. 

W.  The  queen  gives  check  at  the   adverse 

king's  square,   (e) 
B.  The  king  at  his  queen's  4th. 

9. 
W.  The  queen  at  the  adverse  queen's  bishop's 

square.  (jT) 
B.  The  rook  gives  check,  (g)  ,^ 

10. 
W.  The  king  at  the  adverse  king's  bishop 's  4th. 
B.  The  rook  gives  check. 

« 

Notes. 

.  (e)  Tbi$  check  forces  his  king  to  occupy  the  same 
file  with  his  pawn;  this  will  be  a  great  facility  to 
your  own  king*  in  passing. 

(/)  You  place  him  under  the  dilemma  of  removing 
his  rook  from  his  king,  or  giving  a  free  paflage  to 
yours. 

(g)  IF  he  had  played  his  king  to  your  queen's  fourthf 
yotf  must  have  played  your  queen  to  his  queen's  bishop*'8 
third.  He  might  also  have  played  his  rook  to  his  king's 
rook's  fourth,  to  hinder  the  passage  of  yOur  king ;  tht 
movements  which  you  should  then  adopt,  are  exhibited 
in  the  first  back  game. 

•  W.  The 


A  ROOK  AKD  PAMTK.  155 

'11. 

W,  The  king  at  the  adverse  king's  bishop's  94* 
B.  The  rook  at  the  adverse  king's  4th.  (A) 

12. 
W:  The  queen  gives  check,  at  th«  adversf 

king's  bishop's  4th. 
B.  The  rook  covers  the  check, 

IS. 
W.  The  queen  gives  check  at  her  3d  satiate. 
B.  The  king  at  his  queen's  bishop's  4th. 

14. 
W,  The  queen  at  her  2d  square.   (0 
B.  The  king  at  his  queen's  bishop's  3d. 

15. 
W.  The  queen  at  her  4th  square. 
B.  The  king  at  his  queen's  2d.  (i)  JTH^ 

Notes. 

(A)  If  here,  too,  he  had  played  his  king  to  your 
queen's  fourth,  you  myst  have  played  your  queen  to  his 
queen's  bishop's  third. 

(/)  At  the  instant  your  king. gets  in  the  rear  of  his 
pawn,  the  advantage  of  the  game  will  turn  on  your  side: 
to  attain  diis,  you  must  force  him  to  play  his  king. 

'  (ky  He  could  have  played  his  king  to  his  queen's 
bishop's  second  square.  This  course  is  pursued  in 
the  second  back  game. 

W.  The 
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W:  The  ijucan  at  her  bishop^  4th, 

B.  Tbe  T9ok  at  its  queer's  bishop's  4^tb.  (0 

llT.  The  queen  gives  check  at  the  adrerse 

king's  bishop's  2d. 
B.  The  king  at  his  queea's  bishop's  $4. 

18. 
W«  The  king  at  the-adrerse  kind's  2d.  ^ 
B.  The  rook  gives  check. 

19. 
W.  The  king  at  the  adverse  queer's  square. 

B.  The  I'ook  at  its  queen's  bishop's  4th. 

20. 
W.  The  queen  gives  check,  at  the  adverse 

que<f»'s  2d. 
B.  The  king  at  his  queen's  4th. 

21. 
W.  The  king  at  the  adverse  king's  2d.  - 
B.  The  rook  at  its  queen's  bishop's  3d* 

Notes. 

(I)  If  he  had  detached  his  rOok  from  his  king,  die 
object  of  your  play  must  have  been  to  force  bis  rook, 
bj  a  divergent  check. 


W.  The 
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«■-••.-  .»>.  • 

22. 

W.  The  queeu  gives  qheck  at  the  adverse 

king's 'bishop's  4th. 
B.  The  kiag  at  the  adver««  queen's  bishop's 

4th. 

W*  The  king  at  the  adverse  KiiKSw'a  9d* 
B.  The  rook  at  its  queen's  bishop's  4tli. 

34. 
W.  The  queen  gives-eheck  at  her  king's  4th 
'    square,  and  mllst  win.  - 


.  f    > 


^^^^^^^^^^iJjMt^ 


m 


.  The  termination  of  this  party,  regularly 
conducte4  from  this  move,  may  be  seen  in 

p.  160. —As  many  anxateurs  may  not  be  ac- 
quainted with  the  Hiethod  of  giving ^  ch^k- 
ipate  with ,  a  queen  agjiinst  a  rook,  the  oppor- 
tunity  which  the  state  of  the  board  presents 
for  exhibiting  that  operation  is  embriaced.  It 
may  be  pursue^  in  immediate  continuation, 
bj  suspending  the  hack  games» 


FIRST 
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FIRST  BACK  GAME, 

On  the  Ninth  M^ve  of  th^Blifck. 

9- 
W.  The  queen  at  the  adverse  queen's  biahop'b 

square. 
B.  The  rook  at  its  king's  rook's  4th.  (a)  ' 

10. 
W.  The  queen  gives  check  at  the  adverse 

queen's  rook's  square. 
B.  The  king  at  the  adverse  queen's  bishop's 

4th. 

11. 

W.  The  queen  gives  check  at  her  rook^s  4th. 

B.  The  king  at  the  adverse  queen's  bishop's  3 A 

12. 

W.  The  queen  gives  check  at  her  rook's  3d. 
B.  The  king  where  he  pleases,  his  pawn  being 

lost,  (b) 

Notes. 

(a)  His  rook  being  distant  from  its  king,  allows  yoii 
to  take  it  by  a  divergent  check,  or  at  least  to  take  his 
pawn. 

(h)  This  back  game  shews  the  &cility  with  which  a 
queen  may  force  a  rook,  when  detached  from  its  king. 

SECOND 
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SECOND  BACK  GAME, 

On  the  Fifteenth  Move  of  the  Black* 

15. 
W.  The  queen  at  her  4th  square. 
B.  The  king  at  his  queen's  bishop's  2d. 

W.  The  queen  at  her  rook's  4th. 

B.  The  rook  at  its  qufeen*s  bishop's  4th. 

17/'  '       '  '       '  ^'\-    * 
W.  The  qtieen  gives  check  at  the  adverse 

queen's  rook's  2d. 
B.  The  king  at  his  queen's  bishop's  3d. 

18. 
W.  The  king  at  the  adverse  king's  2d  square, 

and  must  win.  (a) 

Notes. 

•  •     •  «    -  • 

(a)  The  ability  of  the  king  to  manoBuvre  behind  the 
I>awn,  commands  the  event  of  the^ame* 


CHECK 


CHECK-MAT^        : 

BY  THE  QUEEN  AGAINST  A  ROOK, 
Being  a  ConiintuUion  cfthe  Party  in  Page  157* 

W.  The  queen  give;  check  at  l^er  Hipg'^  4tl9» 
B.  The  king  at  the  adyerse  queen's  knight's 
3d. 

W.  The  king  takes  the  pawn. 

B.  The  rook  at  the  afiversc  njue^ji*?  Wshc^'s  9d# 

26. 
W.  The  king  at  the  adverse  <jueen's  4th.  (a) 
B.  The  king  at  the  adverse  queen's  knight's  Sd. 

27. 
W.  The  king  at  his  queen's  4th. 
B.  The  king  at  the  adverse  queen's  rook's 

square.  (A) 

28. 

W.  The  king  at  bis  queeia's  3d  square. 

B.  The  rook  {it  the  adverse  queen's  knight's  2d« 

Notes. 

[a)  It  is  unavailing  to  give  check  with  your  queen, 
before  your  king  has  approached  the  adverse  king. 

{JH)  He  ofiEers  you  his  rook  for  nothing :  but,  if  you 
take  it.  he  will  be  ftale-mate. 

W-  The 
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29. 

W.  The  queen  gives  check  at  her  rook's  4th. 

B.  The  king  at  the  adverse  queen's  knight's 

square. 

30. 

W.  The  queen  at  her  rook's  3d. 

B.  The    rook   gives    check    at    the  adverse 

queen's  2d.    (c) 

31. 

W.  The  king  at  his  queen's  bishop's  3d. 

B.  The    rook    gives    check   at  the    adverse 

queen's  bishop's  2d. 

32.  . 
W.  The  king  at  his  queen's  3d.  (d) 
B.  The   rook  gives    check   at    the   adverse 
queen's  2d. 

Notes. 

(c)  Your  last  move  was  by  no  means  ta£lical.  The 
queen  should  have  remained  on  the  fourth  square  from 
the  corner.  The  move  was  made  merely  to  shew  the 
game  which  might  then  be  played  by  your  adversary. 
If  you  were  to  take  his  rook»  he  would  be  stale-mate. 
This  cannot  be  too  much  attended  to  at  the  end  of  this 
party. 

(J)  Had  you  played  your  king  to  your  queen's 
knight's  third,  he  would  have  made  a  drawn  game,  by 
giving  you  check  at  your  queen's  bishop's  third. 

VOL.  II.  M  W.  The 
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33. 

W.  Tlje  king  at  his  3d  square. 

B,  The  rook  at  the  adverse  queen's  knight's 

2d. 

34. 

W.  The  queen  at  her  rook's  4th.  (e) 

B.  The  rook  at  the  adverse  queen's  bishop's  2d. 

35. 
W.  The  king  at  his  queen's  3d. 
B.  The  rook  at  the  adverse  quceri'^s  knight's  ^d. 

36. 
W.  The  king  at  his  queen's  bishop's  Sd.   (/) 
B.  The  rook  at  the  adverse  king's  rook's  2d. 

37. 
W.  The   queen   gives  check  at  the   adverse 

queen's  knight's  4th. 

B.  The  king  at  the  adverse  queen's  rook's 

square. 

Notes. 

(e)  Your  king  may  now  invest  the  adversary,  by  a 
near  approach,  without  any  danger  of  making  him 
stale-mate. 

(/)  He  is  obliged  to  remove  his  rook  from  his  king, 
which  gives  you  an  opportunity  of  taking  his  rook  by  a 
divergent  check,  or  making  him  mate. 

W.  The 


38. 
W.  The  queen   gives  check  at  the  adverse 

queen's  rook's  Sd. 
B,  The  king  at  the  knight's  square,   (g) 

39. 
W.  The  queen  gives  check  at  the  adverse 

queen's  knight's  3d. 
B:  The  king  at  the  adverse  queen's  rook's  2d. 

4a. 
W.  The  queen  givj^u  c^iejck  at  tl>e  ^4verse 

queen's  rook's  2d. 
B.  The  king  at  the  ikuight's  square. 

41. 
W.  The  queen    gives    check  at  hey/  king's 
knight's  squaw,  ^^id  must  via.  (A) 

Notes. 

(g)  V  he  had  covered  the  cheeky  Tou  would  have 
given  mate  at  your  queen's  bidiop's  sqyare. 

(A)  This  party  can  be. won  onlyJby  foix^tng  the  a^dver* 
sary  to  detach  his  rook,  in  order  to  ensure  its  £ill,  by  a 
divergent  check. 
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A  DRAWN  GAME,       . 

WITH   THE   QUEEN  AGAINST  A  ROOK  AND 
^  A  PAWN. 

Situation  of  the  White. 

The  king  at  the  adverse  queen's  4th. 
The  queen  at  her  knight's  3d. 

*  ^ 

Situation  of  the  Black. 

The  king  at  his  queen's  square. 
The  queen's  pawn  at  its  square. 
The  rook  at  its  king's  3d. 

1. 
W.  The  queen   gives  check  at  the  adverse 

queen's  knfght's  square. 
B.  The  kiifg  at  his  2d  square. 

W.  The  queen  at  the  adverse  king's  knight's 

square. 
B.  The  rook  at  its  queen's  bishop's  3d. 

3. 
W.  The  king  at  the  adverse  king's  4th. 
B.  The  rook  at  its  king's  3d,  giving  check. 

W.  The 
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4. 
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W.  The  king  at  the    adverse,  queen's  4th 

square,   {a) 

» 

Nates. 

(a)  In  this  position  it  is  a  drawn ,  game ;  because 
neither  the  queen,  nor  the  king,  can  come  upon  the  rear 
of  the  Mack  pawn,  as  in  the  former  parry. 


A 
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A  dRAWN  GAU% 

WITH   A    ROOK   AND   A  PAWN    AGAINST 

A  ROok; 
Or  LOST  6AU% 

IF  THE  PLATER  HAV1N0  ONLT  A  BOOK 

PLAY  ILL. 

Situation  of  the  White. 

The  king  at  the  adverse  king's  bishop's  4th. 

The  pawn  at  it^  king's  4th. 

The  rook  at  the  adverse  king's  rook's  2d. 

Situation  of  the  Black.   - 

The  king  at  his  square. 

The  rook  at  its  queen's  rook's  3d. 

1. 
W.  The  pawn  1  square. 
B.  The  rook  at  its  queen's  knight's  3d.  {d)^:^ 

Notes. 

{a)  By  commanding  the  third  rank  with  his  rook,  he 
hinders  your  king  from  advancing ;  if  he  were  to  desert 
that  rank  before  you  had  pushed  your  pawn,  he  would 
lose  the  party,  as  will  be  seen  by  a  back  game/ 

W.  The 


W.  The  rook  at  the  )adverie  qt»*?eft's  rook's  2d. 
B.  The  rook  at  its  queen's  bishop's  3d.  (i) 

.3. 
W.  The  pawn  1  square, 
B.  The  rook  at  the  adverse  queen's  bishop's 
square,    (c) 

4. 
W.  The  king  at  the  adverse  king's  bishop's  3d. 
B.  The  rook  gives  check  at  the  adverse  king's 
bishop's  square,  (rf) 

Notes, 

« 

(h)  He  ought  not  to  move  liis  I'ook  from  this  Ijne, 
until  at  the  instant  of  your  pushing  the  pawn. 

(c)  If  he  had  given  cUeck^  b^  wo^H  )iave  Ipcst  tb« 
game. 

(J)  And  he  must  give  you  perpetual  check,  unless 
you  ivill  be  induced  to  detach  your  king  from  your 
pawn:  and  if,  in  adopUpg  duit  co^^my  yop  enfilade 
obli^fiely  from  bis  succe«fiye  checks^  to>var4  his  rpok». 
he  will  transport  hjs  rook,  at  the  nioment  of  its  being 
reached  by  your  king,  $0  as  to  ensure  the  fall  of  yp^r 
pawn.^-v-If  your  kiiig  retires  jupo9  yo^r  own  r<M3^,  he 
will  ch^pge  rooks* 


VARIANT 
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VARIANT  GAME, 


ON   THE  FIRST  MOVE    OF  THE  BLACK,   WHEN 
A    ROOK    AND   A    PAWN    WIN    AGAINST 

A    ROOK. 

1. 

W.  The  pawn  1  square. 

B.  The  rook   at  the  adverse  queen's  rook's 

square. 

2. 

W.  The  king  at  the  adverse  king's  bishop's 

3d.  (a) 

B.  The  rook  gives  check  at  the  adverse  king's 

.   bishop's  square,   (i) 

3. 

W.  The  king  at  the  adverse  king's  3d. 

B.  The  king  at  his  bishop's  square,   (c) 

Notes. 

{a)  If  you  had  placed  your  king  opposite  his,  he 
could  have  regained  the  opportunity  of  making  a  drawn 
game,  by  giving  check  with  his  rook. 

{b)  Had  he  given  check  at  his  queen's  rook's  third, 
you  must  have  covered  check  with  your  pawn :  and 
had  he  removed  his  king  to  his  queen's  square,  you 
must  have  given  check  with  your  rook,  afterwards 
playing  your  king  to  the  adverse  king's  second  square. 

(c)/Had  he  left  his  king  unmoved,  you  must  have 
given  check,  and  changed  rook  for  rook,  v 

W.  The 
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4. 

W.  The  rook  gives  check, 

B.  The  king  at  his  knight's  Sd. 

5. 
W,  The  rook  at  the  adverse  king's  square*  (rf) 
B*  The  rook  at  the  adverse  king's  square. 

6. 
W.  The  king  at  the  adverse  queen's  2d. 
B-  The  king  at  his  bishop's  2d.  (e) 

7.. 
-W.  The  pawn  1  square,  giving  check. 
B.  The  king  at  his  knight's  2d.  (/) 

8. 
W.  The  king  at  the  adverse  king's  2d,  (g) 
B.  The  rook  at  the  adverse  king's  2d. 

9. 
W.  The  rook  at  the  adverse  queen's  square. 

B,  The  rook  at  the  adverse  king's  square. 

« 

>  Notes. 

{d)  This  is  the  only  move  which  can  ensure  viSory : 
every  other  leads  but  to  a  drawn  game. 

(e)  Had  he  given  check,  you  must  have  played  your 
king  to  the  adverse  king*s  second. 

(/)  Had  he  played  his  king  to  his  bishop's  third,  you 
must  have  given  check  with  your  rook,  and  at  the  next 
move  pushed  your  pawn. 

(g)  Had  you  pushed  your  pawn,  it  would  have  been  a 
drawn  game. 

W.  The 
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10, 

W.  The  rook  at  its  queen's  2d, 

B.  The  rook  at  the  adverse  king's  3d- 

IK 
W.  The  rook  gives  check  at  its  king's  knight's 

2d. 
B.  The  king  at  his  rook's  2d. 

13. 
W.  The  king  at  the  adverse  king's  bishop's  2d. 
B.  The  rook  gives  check. 

13. 
W.  The  king  at  the  adverse  king's  square. 
B.  The  rook  at  the  adverse  king's  3d. 

14. 
W.  The  pawn  1  square. 
B.  The  rook  at  the  adverse  queen's  3d.  (A) 

15. 
W.  The  rook  at  its  queen's  bishop's  2d. 
B.  The  queen  at  his  knight's  2d. 

Notes. 

{h)  He  plays  thus,  in  order  to  hinder  your  king  from 
moving  out  on  the  queen's  side  of  the  board,  and  to 
bring  him,  by  a  check,  again  under  your  pawn,  in  case 
he  move  out  on  the  king's  side. 

W.  The 


i 


16. 
W.  The  rook  at  the  adverse  queen's  bishop*s 

2d.  (i) 
B.  The  rook  at  the  adverse  queen's  2d. 

W.  The  rook  at,  the  adverse  queen's  2d. 

B.  The  rook  at  the  adverse  queen's  knigfat*s 

2d. 

18. 

W.  The  rook  at  its  queen's  square. 
B.  The  rook  gives  check. 

Id. 
W.  The  rook  at  the  adverse  queen's  2d. 

B.  The  rook  gives  check. 

20. 
W.  The  king  at  the  adverse  king  s  3d. 
B.  The  rook  gives  check. 


W.  The  rook  covers  the  checks 

B.  The  rook  at  its  queen's  knight's  square. 

22. 
W.  The  rook  at  the  adverse  queen's  square^ 
and  will  win. 

NottB. 

(/)  As  in  England,  the  stale^mate  is  the  loss  of 
the  game,  you  might,  at  this  move,  play  your  rook  to 
your  qu.een's  second. 

A 
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A  DRAWN  GAME, 

WITH  A  QUEEN,  AND  A  PAWN,  AGAINST 

A  QUEEN. 

Situation  of  the  White, 

The  king  at  the  adverse  king's  knight's  2d* 
The  pawn  at  the  adverse  king's  bishop's  3d. 
The  queen  at  her  3d  square. 

Situation  of  the  Black. 

The  king  at  the  adverse  queen's  knight's  4th. 
The  queen  at  her  bishop's  4th. 

1. 
W.  The  pawn  1  square,  (a) 
B.  The    queen    gives   check    at  her  king's 
knight's  4th. 


W.  The  queen  covers  the  check. 

B.  The  queen  gives  check  at  her  king's  4th. 

Notes. 

(a)  In  this  position,  the  white  should  seek  an  oppor- 
tunity of  changing  queen  for  queen :  the  black  should 
keep  the  king  at  a  distance  from  the  adverse  king,  in 
order  to  prevent  that  exchange,  and  to  be  the  better 
enabled  to  give  perpetual  check. 

W.  The 


J 
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3. 

W.  The  king  at  the  adverse  king's  knight's 

square.  (Jb) 
B.  The  queen  at  her  4th  square. 

4. 
W.  The  king  at  the  adverse  king's  rook's  2d. 
B.  The  queen  gives  check    at  the  adverse 

king's  rook's  square. 

5. 
W.  The  queen  covers  the  check. 
B.  The  queen  gives  check,    at   the  adverse 
king's  4th. 

W.  The  king  at  the  adverse  king's  knight's 

square. 
B.  The  queen  gives   check,  at  the  adverse 

king's  knight's  4th. 

7. 
W.  The  queen  covers  the  check. 
B.  The  queen  at  her  king's  3d.  (c) 

Notes. 

{b)  He  cannot,  in  this  position,  give  check,  without 
losing  the  game;  but  he  may  hinder  your  pawn  from 
making  a  queen* 

{c)  It  is  plain,  that,  when  the  checking  intermits, 
such  a  position  may  be  taken  as  to  prevent  the  pawn 
from  making  a  queen. 

A 


A  GAME  WON 

BY   A   QUEEN,    AGAINST   A    PAWN    NITAR 
HIAKING   A    QUEEN. 

Situativn  of  the  WJiitt. 

The  king  at  the  adverse  que.en's  knight's  2(J. 
The  queen  at  the  adverse  queen's  bishop's 
square* 

Situation  of  the  Blach 

The  king  at  the  adverse  king's  bishop's  2d. 
The  pawn  at  the  adverse  king's  2d. 

W.  The  queen  gives   check  at  the  adverse 

king's  bishop's  4th.  (ir) 
B.  The  king  at  tl)e  adverse  king's  knight's  2^, 

2. 
W.  The  queen  gives   check    at  her   king's 

knight's  4th. 

B.  The  king  at  the  adverse  king's  bishop's  2d. 

« 

Notes. 

4 

,{a)  To  win  this  game,  the  qjxeen  must  be  previously 
brought,  as  near  as  possible,  to  tUe .adverse  king.. 

W.  The 
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W.  Tbe    queen   gives    check  at  her  king^s 

bishop's  4tii. 
B.  The  king  at  the  adverse  king's  knight's  2d. 

4. 
W.  The  queen  at  her  Jdsig's  Sd.  (6) 
B.  The  king  at  the  adverse  king's  bishop's 

square, 

W.  The  queen    gives  check    at  her   king's 

bishop's  3d. 
B.  The  king  at  the  adverse  king's  square,  (c) 

W.  The  king  at  the  adversfce  queetl's  bishop'-s 

3d. 
B.  The  king  at  the  adverse  queen's  2d. 

7- 
W.  The  queen   gives   check  at  the  adverse 

queen's  4th. 
B.  The  king  at  the  adverse  queen's  bishop's  2d. 

Notes. 

(b)  It  is  this  move  which  enables  you  to  win  the 
game,  because  you  force  him  to  play  his  king  under  his 
pawn. 

(c)  As  his  pawn  cannot  make  a  queen,  you  must 
employ  the  interval  in  which  your  queen  is  inactive,  in 
bringing  your  king  in  proximity  to  his. 

W.  The 
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W.  The  queen  gives  check  at  her  bishop's  4tb. 
B.  The  king  at  the  adverse  queen's  2d. 

9. 
W.  The  queen  gives  check  at  her  4tb  square. 
B.  The  king  at  the  adverse  queen's  bishop's  2d. 

10. 
W.  The  queen  at  her  king's  3d.  (d) 
B.  The  king  at  the  adverse  queen's  square. 

11. 
W.  The  queen  gives  check  at  her  3d  square. 
B.  The  king  at  the  adverse  king's  square. 

12. 
W.  The  king  at  the  adverse  queen's  ^th.  (e) 

Notes. 

(d)  It  is  uBiformly  the  same  move  which  forces  him 
to  play  his  king  under  his  pawn. 

(e)  You  will  proceed  with  a  reiteration  of  the  same 
moves,  till  your  king  is  seated  close  to  his  pawn»  and 
then  the  game  is  won. 
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A  DRAWN  GAMB, 

WITH   A  QUEEN   AGAINST  A   PA'SfN  HEAR 

MAKING   A   QUEEN. 

Situation  of  the  White. 

Tbye  king  at  his  queen's  bishop's  4th. 

The  queea  at  her  king's  Sd. 

♦ 

Situation  of  the  Black. 

The  king  at  the  adverse  king's  knight's  square. 
The  pawn  at  the  adverse  king^s  bishop's  2d. 

1. 
W.The   queen   gives  check    at  her  king's 

knight's  4th. 
B.  The  king  at  the  adverse  king's  rook's  2d. 

2. 
W.  The  queen  at  her  king's  bishop's  3d. 
B.  The  king  at  the  adverse  king's  knight's 
square.  * 


vot.  It.  N  W,  The 
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3. 

W.  The  queen  gives  check    at  her   kiiig'» 

knight's  3di 
B.  The  king   at  the  adverse  king's   rook's 

square,  (a) 

« 

(a)  In  the  former  party,  you  forced  his  king  to 
come  under  his  pawn :  but  he  may  now,  without  risk', 
leave  it  exposed  to  be  taken ;  for  you  would  make  t 
stale-mate  by  taking  it :  this  ought  then  to  be  a  drawn 
game^ 


ANOTHElli 
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ANOTHER  DRAWN  GAME, 

iriTH    A    QUEEN    AGAINST    A  PAWN    NEAR 

MAKING   A    QUEEN. 

Situation  of  the  White. 

The  king  at  his  queen's  bishop's  4th. 
The  queen  at  her  4th  square; 

/Situation  of  ike  JSlacL 

The  king  at  the  adverse  king's  knight's  2d. 
The  pawn  at  the  adverse  king's  rook's  Sd. 

W.  The  queen   gives  check  at   her  king's 

knight's  4th. 
B.  The  king  at  the  adverse  king's  bishop'd  2d. 

2. 
Wi  The  queen  at  her  king'st  rook*d  3di 
B.  The  king  at  the  adverse  king's  knight's 
square. 


W.  The 
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3. 

W.  The  queen   gives   check  at  her    king's 

knight's  3d. 
B.  The  king  at  the  rook's  square*  (a) 

Notes. 

{^d)  Being  continually  forced  to  remove  your  queen 
from  that  file,  to  make  room  for  his  kipg*  you  could 
never  bring  up  your  king  In  time :  so  it  must  be  a  drawn 
game. 


It  is  to  be  observed,  that  the  pawns  of  the 
two  bishops,  and  of  the  tP^o  rooks^  at  oxie 
square  from  promotion,  make  a  drawn  game 
against  a  queen ;  and  the  pawns  of  the  king, 
and  the  queen,  and  of  the  two  knights,  lose 
in  su(ih  a  position. 
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A  DRAWN  GAME, 

WITH    A    SIieOLE    pawn; 

Or  A  GAME  WON, 

IJ"  HE  WHO  DIRECTS  THE  UNACCOMPANIED 
KING  SHOULD  I^OT  PLAY  WELL, 

Situation  of  the  White* 

The  king  at  his  bishop's  4th. 

The  pawn  at  the  adverse  king's  bishop's  4th. 

Situation  of  the  Black. 
The  king  at  his  bishop's  3d. 

1. 
W.  The  king  at  his  4th  square. 
B.  The  king  at  his  bishop'^  2d.   (a) 

2. 
W.  The  king  at  the  adverse  king's  4th. 
fi.  The  king  at  his  2d  square. 

Notes. 

U)  It  is  necessary  lo  bring  his  king  alternately  to 

the  face  of  the  adverse  pawn,  and  alternately  to  the  face 

of  the  adverse  king,  in  order  to  oppose  the  promotion  of 

the  pawn. 

W.  The 
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s. 

W.  The  pawn  1  square,  giving  check. 
B,  The  king  at  his  bishop's  2d. 

A 
W.  The  king  at  the  adverse  king's  bishop> 

4th. 
B.  The  king  at  his  bishop's  square.  (A)  ^jpi 

W.  The  king  at  the  adverse  king's  .3d. 
B.  The  king  a|;  his  square,  (c) 

W.  The  king  at  the  adverse  king's  bishop's 

4th. 
B.  The  king  at  his  bishop's  2d.  Id) 

Notes. 

* 

(i)  If  he  had  i-Qmove4  hi$  Mn^  to  his  square,  or  t/s> 
the  knight's  square,  he  would  have  lost  the  giime.  The 
5ubjeA  of  a  back  game. 

(r)  Were  you  in  the  present  p^ositlpn  to  push  your 
pawn,  you  could  pot  sustain  it  wit|iout  making  a  stale- 
mate. 

{d)  His  defence  depends  upon  opposing  his  kin^  to 
yours  ;  if,  on  the  other  hand,  the  possession  of  the  move 
enabled  you  to  op^po^e  your  |d|ig  to  his,  you  wqu14  ivin 
the  gjune. 

W.  Thp 
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7- 
W.  The  king  at  the  adverse  king's  knight's 

4tk 
B.  The  king  at  his  bishop's  square,  (e) 

8. 
W.  The  king  at  the  adverse  king's  knight's  3d.^ 
B.  The  king  at  his  knight's  square. 

9. 
W.  The  pawn  1  square,  giving  check. 

B*  The  king  at  his  bishop's  square. 

10. 
W.  The  king  is  forced  to  desert  the  pawn. 

Notes. 

(e)  He  places  his  king  in  diat  kiternate  opposition  to 
your  pieces,  which  infallibly  brings  on  a  drawn  game. 


BACK 
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BACK  GAME, 

W 

On  the  fi>urih  Mave  v/iht  Siacjt^ 

W.  The  king  at  the  adverse  king's  bi^bopV 

4th. 

B.  The  king  at  his  square,  or  at  the  knight's 

square. 

5. 

W.  The  king  at  the  adrfcrse  king's  3d. 

B,  The  king  at  his  bishop's  squire. 

6- 
W.  The  pawn  1  square. 
B.  The  king  at  his  knight's  2d. 

W.  The  kiiig  at  the  adverse  king's  Sd,  aod 
will  win. 


It  may  be  seen  by  these  examples,  that  the 
unaccompanied  king,  to  make  a  good  defence, 
must,  at  the  last  stage  of  his  retreat,  refuse  to 
move  from  before  the  adversary's  pawn. 


"     / 
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A  T>JlAWN  GAMfi,   « 

BT   A    KNIGHT    DISTANT    FROM    HIS    KING, 
AGAli^St   A  I' AWN  AliVANClNG   TO 

l»R0M6Tlt)N, 

Situation  of  the  White. 

The  king  at  his  rook's  id.     . 

The  knight  at  his  queen's  rook's  Sd. 

Situation  of  the  Black. 

The  king  at  the  adverse  queen's  knight's  3d» 
The  pawn  at  the  adverse  queen's  rook's  3d. 

1. 

W.  The  knight  gives  check  at, his  queen's 

bishop's  square. 
B.  The  king  at  the  adverse  queen's  knight's 

Sd. 

2. 

W.  The  knight  gives  check  at  his  queen's  3d. 

B.,The  king  at  the  adverse  queen's  bishop's 

2d. 

3. 

W.  The  knight  at  his  queen's  knight's  4th. 

B.  The  king  at  the  adverse  queen's  knight's 

3d. 

W.  The 
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4. 

W.  The  l^nigfat  at  his  queen's  Sd.  {a) 

Notes. 

1  ♦ 

(a)  He  cannot  .pn^h  bis  pawn,  vithout  reccuying  a 
divergent  check  from  your  knight;  therefore  it  is  a 
drawn  game.  It  is  important  to  observe*  that  in  posir 
tionsy  when  the  knight  can  neither  check*  nor  hinder 
the  pawn  from  advancing,  a  divergent  check  will  be 
IP  his  power^  if  the  paw0'be  adv^npe^^!  ' 


■\         t 
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A  DRAWN  GAME, 

WITH   l-WO;  PAWNS   AOAIHST   ONE  J 

Or  A  PARTY  WON, 

XF    THE    PjLATI^S;  WITH   THiE  BIlfGLE    FAWIT 

MISMOVE. 

» 
*  I      •  '  ... 

Situation  of  the  White, 

The  king  at  his  4th  square. 

The  king's  bishop's  pawn  at  its  bishop's  4th^  > 

The  king's  kdight's  pawn  at  its  k|iight's  5th^ 

Situation  of  the  Black. 

The  king  at  his  3d  square. 

TJ'he  king's  knight's  pawn  at  its  knight!s  3d.  (a) 

1. 
Wt  The  king  at  his  queen'^  4th. 
B.  The  king  at  his  queen's  3d.  {b)  JT;^ 

W.  Th9 
Notes. 

{a)  Before  we  proceed,  let  us  review  the  board  at 
th^  stage  at  which  we  find  the  game.  If  the  black 
pieces  were  td  play  first,  the  white  would  win ;  but  the 
V^rhite  party  having  to  commence,  it  will  be  a  drawn 
game. 

{b)  Had  he  played  hil  king  to  his  king's  bishop's 

fourth 
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•      •    &  . 

W.  The  king  at  his  queen's  Sd. 
B.  The  king  at  his  queen's  4:d.  (c)  . 

W.  The  king  at  his  Sd  square. 

B.  The  king  at  bis  fid  sqiMire»  (i^  4;$ 

W.  The  king  at  his  queen's  4th. 
6.  The  king  at  Bis  queen^s  Sd. 

3.        '•*•■- 
W..  The  king  at  his  4rtb  aqvare. 
B.  Th^  king  at  his  3d  square  (a) 

Notes. 

fourth  square,  you  would  have  fegaincd  tht  m6vej 
WhjcK  would  have  been  ihc  earnest  of  tiftory.  Tlic 
subje£t  of  a  back  game. 

(r)  Had  he  played  his  king  to  his  queen's  fourth,  he 
would  have  lost  <hc  game.  The  subje<9E  of  the  sec6nd 
back  game. 

'  (J)  Sy  refusing  to  advance  from  his  eligible  station, 
he  is  enabled  to  oppose,  your  king,  whether  you  chuse 
to  place  him  at  his  own  fourth,  or  at  your  queen's 
feiiith. 

(e)  This  is  the  tdenticaJ  position  at  which  we  com- 
menced. Supposing  the  future  moves  of  the  adversary 
to  be  cOrfeftly  tnad^,  ho  variation  in  your  course  can 
prevent  it  from  being  a  drawn  game*. 

FIRST 
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FIRST  BACK  GAME, 

1- 

W.  The  king  at  hk  quaea'ft  4tli. 
B.  The  king  at  his  bishop'9  4th* 

S. 
W«  The  king  at  his  3d  square. 

B.  The  king  at  his  Sd  sqyare.  (tf ) 

3. 
W.  The  king  at  his  4th  square. 
B.  The  king  at  his  queen's  3d.  (i) 

4. 
W.  The  bishop's  pawn  1  square. 
B.  The  pawn  takes  the  pawn,  (c) 

5. 
W.  The  king  takes  the  pawn. 
B.  The  king  at  his  2d  square* 

Notes* 

{a)  Had  he  removed  his  king  to  your  king*s  knight*s 
fourth,  he  Would  lose  the  game,  equally  as  he  will  by 
the  present  course. 

(b)  Hadjie  played  his  king  to  his  second  square,  or 
to  his  queen^s  second,  you  must  have  advanced  your 
king  opposite  his,  to  tffcSt  the  capture  of  his  pawn. 

(r)  He  could  have  declined  taking  your  pawn;  a 
mode  of  play  that  is  pursued  in  the  second  back  game. 

W.  The 


W.  Irhe  king  at  the  adverse  king's  knight's  Srf. 
B.  The  king  at  his  bishop's  square; 

7. 
tV.  The  king  at  the  adverse  king's  rook's  2d, 
and  must  win.  (^d) 

Notes. 

(d)  As  often  sts^the  king  can  move  in  the  van  of  a 
tingle  pawn»  the  adversary  cannot  hinder  you  ftonaf 
tbaktng  a  queem 


S£COND 


SECJOND  BACK  GAME, 

On  tke  Second  Move  of  ike  Blacks 

2. 

W.  The  king  at  liis  queen's  Sds 
B.  The  king  at  his  queen's  4th. 

S. 
W.  The  king  at  his  3d  square,  (a) 
B.  The  king  at  his  3d  square. 

4. 
W.  The  king  at  his  4th  square^ 
fi.  The  king  at  his  queen's  3d.  (6) 

S. 
tV.  The  bishop's  pawn  1  square. 
B.  The  king  at  his  2d  square^ 

Notes. 

(a)  You  again  get  the  move,  because  he  cannot  play 
hU  king  fronting  yours:  he  must  absolutely  retrograde 
cither  to  his  third  square,  or  to  his  queen's  third  square. 
In  either  case,  your  king  may  place  himself  in  oppo- 
sition to  his. 

(b)  if  he  dad  withdrawn  his  king  to  his  second 
square,  or  to  his  queen's  second,  ydu  must  have  ad- 
vanced your  king  opposite  his, 

W.The 
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6. 
W.  The  f9MXk  1  Bq^9f e,  giving  ch«ek.  (c) 
B.  The  king  at  his  Sd  square. 

7. 
W.  The  king  at  his  queen's  4th. 
B.  The  king  at  H^  queer's  3^.  (4/) 

W,  The  bishop's  pawn  1  square. 
B.  The  king  $tt  his  Sd  sqi^are. 

W.  The  king  at  the  adverse  king^s  4th 
B.  The  king  takes  the  p^wo. 

W.  The  king  at  the  adverse  queen's  Sd- 
B.  The  king  at  his  bii^hop's  $qnare. 

H. 
W.  The  king  at  the  adverse  king's  3d- 
B.  The  king  at  his  knight's  2d. 

Notes. 

(c)  Had  you  taken  his  pawn  with  yOiirSi  It  would 
have  been  a  drawn  game. 

(d)  By  this  step  he  has  regained  the  movCt  $ince  he 
may  oppose  king  to  king ;  but  by  the  sacrifice  of  a 
pawn  you  may  recover  it  over  him,  and  a  single  pawn 
is  enough  to  win  the  game. 

.  W.  The 
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12. 
W.  The  king  at  the  adverse  king's  2d. 
JB.  The  king  at  his  knight's  square* 

W.  The  king  at  the  adverse  king's  bishop's  3d< 
B.  The  king  at  his  rook's  2d. 

14. 
W.  The  king  at  the  adverse  king's  bishop's  Soi^ 
B.  The  king  at  his  rook's  square. 

15. 
W.  The  king  takes  the  pawn. 
B.  The  king  at  his  knight's  square, 

W.  The  king  at  the  adverse  king's  bisbop's  Sd^ 
B^  The  king  at  his  bishop's  square. 

17. 
1V.  The  pawn  1  square,  and  makes  a  queen 
without  opposition^ 


VOL.  it.  O 
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A  DRAWN  GAME, 

WITH    TWO  SEPARATED  PAWNS,    AGAINST 

TWO    UNITED   TAWNfS. 

Situation  of  the  White. 

The  king  at  his  ejueeu^s  3d. 

The  queen's  bishop's  pawn  at  its  bishop's  5th. 

The  queen's  knight'a  p»wa  at  it»  knight's  4th^ 

Situation  of  the  Blach 

The  kkrg  at  his  queen*s  4th. 
The  queen's  knight's  pawn  at  its  knight's  4th. 
The  king's    knight's   pawn    at  its   knight'a 
4th.  (a) 

1. 
W.  The  king  at  his  3d  square. 
B.  The  king  at  his  4th  square. 

2. 
W.  The  king  at  his  bishop's  3d. 
B.  The  king  at  his  bishop's  4tb. 

Notes, 

{a)  t'rora  this  position,  if  the  black  were  to  com-* 
mence  play,  the  white  would  win  the  game. 

W.  The 
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W.  The  king  at  his  knight's  3d. 
B.  The  kiiig  at  his  4th  square.  (A) 

4. 
W.  The  king  at  his  knight's  4th. 
B.  The  king  at  his  bishop^i  3d. 

5. 
W.  The  king  at  his  knight's  3d. 
B.  The  king  at  his  4th  square,  (c) 

W.  The  king  at  his  bishop's  3d. 
B.  The  king  at  bis  bishop's  4thi  {d) 

Notes^ 

{b)  Had  he  played  his  king  to  his  bishop's  third,  foU 
ivould  have  advanced  your  king  towards  his  pawn,  and 
he  would  have  loft  the  game. 

(c)  Mad  he  played  his  king  to  his  bifliop's  fourth, 
you  wovild  have  recovered  the  move ;  and  the  move,  at 
the^e  critical  jtinikures^  is  the  gam6. 

(d)  As  he  does  not  advance  his^ptawh,  net  suft^r  ]^bn^ 
king  to  take  the  place  opposite  to  his,  it  must  be  a  drawn 
game* 
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OBSERVATIONS 


ON  tHE 


ENDS  OF  PARTIES, 


AlfD 


ON  THE  POWERS  OF  PIECES 


VARIOUSLY  COMBINED. 


A  SINGLE  pawn  cannot  win,  if  the  adverse 
king  be  placed  in  opposition  to  it. . 

A  single  pawn  may  win,   if  the  king  be 
placed  in  the  van  of  his  pawn. 

Two  pawns  against  one  must  win,  almost 

in  all  cases :   but  he  that  has  the  tM'^o  pawns, 

must  avoid  changing  one  of  them  with  the 

adversary's  pawn. 

A 
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A  pawn,  and  any  piece  whatso^ver^  must 
win.  in  all  cases ;  a  pawn  on  a  rook's  file,  co-- 
operating with  a  bishop,  whose  diagonal  is  of 
a  different  colour  from  the  square  at  which 
the  pawn  must  make  a  queen,  only  excepted. 

Two  knights  alone  cannot  mate. 

Two  bishops  alone  may  mate, 

A  knight  and  a  bishop  may  mate, 

A  rook^  against  a  knight,  makes  a  drawn 
game. 

A  rook,  against  a  bishop,  makes  a  drawn 
game. 

A  rook;  and  a  knight,  against  a  rook,  make 
a  drawn  game, 

A  rook  and  a  bishop,  against  a  rook,  win. 

A  rook  and  a  bishop,  against  a  queen,  make 
a  drawn  game. 

A  rook  and  a  knight,  against  a  queen,  m?ike 
a  drawn  game. 

A  queen,  against  a  bishop  and  a  knight, 
may  win. 

A  rook,  against  a  bishop  and  two  pawns, 
makes  a  drawn  game. 

A 


1 


A  rooky  figtmst  one  knight  and  two  pUMrus, 
makes  a  dravm  gaoie,  becau9<i  in  this,  «a  m 
the  Uat  case,  he  i$rho  ha^i  the  siagle  potent 
fhQO^  oannot  b«  bia(^lre4  fr^W  sa^rii^c^i^g  it 
far  the  two  pawnf* 

A  queen,  2^gaiQ$t  one  rook  «nd  two  p%wni&| 
makes  4  drawn  game, 


TRS 


(9» 


TB£ 


£a\D0  d(  €1^0. 


The  Laws  or  Constitutions  of  a  Game  are 
originally  established,  either  to  prevent  or 
decide  contests ;  because,  by  defining  what 
is  in  itself  indefinite,  by  determining  that 
which,  without  any  explanation,  would  be 
uncertain,  they  put  an  end  to  all  obstinacy 
and  dispute.  These  statutes,  founded  at 
first  in  reason,  consecrated  afterwards  by 
custom,  confirmed  at  length  by  the  prac- 
tice  of  the  best  players,  and  the  approbation 
of  the  most  illustrious  authors,  may  he 
reduced  to  the  XVII  following  RULES, 
which  the  Society  or  Club  of  Chess  in 
England  have  adopted  for  their  code, 

LAWS 


SOQ 


LAWS  OF  CHESS. 

I. 

THE  chess-board  must  be  pkced  in  such  4 
manner,  that  each  player  may  h^ve  a  whit^ 
square  at  his  right  hand. 

II. 

He  that  gives  a  piece  is  supposed  to  have 

the  move,  unless  it  be  agreed  otherwise.  In 
games  without  odds,  lots  must  be  cast  for  thp 
move,  which  afterwards  becomes  alternate. 

m. 

If  a  pawn  qr  piece  have  been  forgotten  at 
the  beginning  of  the  game,  it  will  be  in  the 
adversary's  choice,  either  to  begin  the  game 
afresh,  or  to  go  on,  permitting,  nevertheless, 
the  piece  forgotten  to  be  set  in  its  place, 

IV, 
If  it  is  agreed  to  give  the  advantage  pf  ^ 
piece,  or  a  pawn,  and  it  have  been  forgotten 
at  the  beginning  of  a  game,  it  will  be  left  to 
the  choice  of  him  who  has  suffered  by  such  £^ 
mistake,  to  proceed,  or  to  recommence, 

V. 

A  piece  once  touched  must  be  played^  un- 
Jesis  it  be  said,  in  touching  it,  Tadoube :  but  if 


I.AWS  OF  CH£SS«  SOI 

a  piece  be  displaced  or  overturned  by  accident, 
the  player  in  whose  set  it  is,  wiU  be  allowed  to 
^restore  it  to  its  place. 

VI 
If  yoii  touch  one  of  your  adversary's  pieces 
without  saying  Tadoube,  he  has  a  right  to 
oblige  you  to  take  it  j  and,  in  case  you  touch 
a  piece  not  prizable,  you,  who  have  touched 
it,  must  play  your  J5:ing  if  you  can, 

VII,  •^ 

When  one  has  dismissed  a  piece  from  his 

hand,  he  cannot  take  it  again,  to  play  it  to 

another  place;  but  so  long  as  he  keeps  his 

hold  of  it,  he  is  at  liberty  to  play  it  where  he 

please^. 

VIIL 

A  player  making  a  false  move,  must  play 

his  king,  as  in  rule  VI.  but  no  false  move  can 

be  recalled  after  the  adversary's  succeeding 

move ;  so  if  the  irregular  move  be  not  revoked 

in  time,  the  position  tak^^  mu§t  remain  as  if 

it  had  been  just, 

IX. 

Every  pawn  which  has  reached  the  eighth 
or  last  square  of  the  chess-board,  is  entitled 
to  make  a  queen,  or  any  other  piece  that  shall 
be  thought  proper;  and  this,  even  when  all 

the  pieces  remain  on  the  chess-board, 

2v, 
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X. 

Any  pawn  has  the  privilege  of  atlvancing 
two  squares,  at  its  first  move:  but,  in  this 
case,  it  may,  in  passing,  be  taken  by  any  pawn 
which  might  have  taken  it  if  it  had  been 
pushed  but  one  nwve.^ 

XL 
•  The  king,  when  he  castles,  cannot  in  his 
flight  exceed  two  squares,  that  is,  the  rook 
*  with  which  he  castles  must  take  the  square 
next  to  the  original  square  of  the  king ;  and 
the  latter,  leaping  over^  must  be  ported  close 
on  the  other  side  of  the  rook,  t 

The  king  cannot  castle  when  in  cheek, 
nor  after  having  been  moved,  nor  if  in  passing 
he  was  exposed  to  a  check,  nor  with  a  rook 
which  has  been  removed  from  its  place :  and 
he  that   castles   when  he  should  not,  must 

*-  Oxit  square  yroxAd  be  more  correct:  but  the  language 
of  this  tenth  rule  is  retained  verbatim;  because  the  reasoa* 
ing  on  which  the  rule  rests,  seems  to  depend  on  this  mode 
#fapeakii»g*    Editor. 

f  The  old  way  of  castling  in  several  countries,  and  it 
«till  subsists  in  some,  was  to  leave  to  the  pla^rer^s  disposal, 
«1)  ik^  interval  between  the  king  and  the  feok>  aktPg 
with  the  squares  itr&t  assigned  them. 

play 


\ 
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play  hk  Took  touched,   or  his  king,  ftt  hig 
own  choice. 

XIIL 
If  a  player  give  check  without  warning, 
the  adversary  will  not  be  bound  to  ward  it 
off;  and  he  may  consequently  play  as  if  such 
check  did  not  exist:  but  if  the  former,  in 
playing  the  next  move,  were  to  say,  Cheeky 
each  must  then  retract  his  last  move,  as  being 
false,  and  he  that  is  under  check  is  to  obviate 
it  in  the  prescribed  form. 

XIV, 
If  the  adversary  warn  you  of  a  check,  with- 
out however  giving  it,  and  you  in  consequence 
touch,  or  move,  either  your  king,  or  any  other 
piece,  you  will  then  be  allowed  to  retract,  so 
long  as  your  adversary  has  not  completed  his 

next  move. 

XV. 

If  any  one  touch  a  piece  which  he  cannot 
play  without  exposing  his  king  to  check,  he 
must  then  play  his  king ;  and  if  his  king  can- 
not be  played,  the  fault  is  of  no  conse- 
quence. 

XVI. 

When  one  has  nothing  else  to  play,  and 
his  king  being  out  of  check,  cannot  stir  with- 
out coming  to  a  check,    then  the  game  is 

stale-mate.' 
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stalet-mate.     In  England,   he  whose  king  is 

stale-mate  wins  the  game  * ;   but  in  France, 

and  several  other  countries,  the  stale-mate  is  a, 

drawn  game, 

XVIL 

At  all  conclusions  of  parties,  when  a  player 
seems  not  to  know  how  to  give  the  difficult 
mates,  as  that  of  a  knight  and  a  bishop 
against  the  king,  that  of  a  rook  and  a  bishop 
against  a  rook,  &c.  at  the  adversary's  request, 
fifty  moves  on  each  side  must  be  appointed 
for  the  end  of  the  g^mc ;  these  being  accom- 
plished, it  will  be  a  drawn  game, 

*  Reasons  calculated  to  allay  the  surprize  which  attends 
the  first  mention  of  the  rule,  may  be  found  in  the  Intro- 
duction to  Chess,  in  the  first  volume. 


The  Editor  invites  the  experienced  reader's 
particular  attention  to  the  9th,  10th,  11th, 
and  12th  rules;  as  some  points  intended  to  be 
established  by  them,  seem  open  to  discussion* 
— vide  A^pendij^. 
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Mb-  PHILIDOR  belhg  6f  opinion  that  ari 
entire  cdlleftion  of  the  games  he  has  played 
Mdthout  looking  over  the  chess-board  would 
not  be  of  any  service  to  amateurs,  he  will 
only  publish  a  few  parties  which  he  has  played 
against  three  players  at  once,  subjoining  the 
names  of  his  rcspedable  adversaries,  in  ordef 
to  prove,  and  transmit  to  posterity,  a  fa&^  of 
which  future  ages  might  otherwise  entertain 
some  doubt. 

Tho  following  Account  appeared  in  the  London 
News-'paperSy  the  9  th  of  May,  1783: 

"  Yesterday,  at  the  Chess-club  in  St.  Janles's 
Street,  Mr.  Ph^lidor  performed  one  of  those 
wonderful  exhibitions  for  which  he  is  s6 
much  celebrated.  He  played  at  the  same 
time  three  different  games,  without  seeing 
either  of  the  tables.  His  opponents  were 
Count  Bruhl,  Mr.  Bowpler,  and  Mr. 
Maseres.     To  those  who  understand  chess, 

thi^ 
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this  exertion  of  Mr.  Phi xi dor's  abilities^ 
must  appear  one  of  the  greatest  of  which 
the  human  Jtnemory  is  susceptible.  He  goeis 
through  it  with  astonishing  accuracy,  and 
often  correft?  mistakes  in  those  who  have  the 
board  before  them.  Mr.  Philidor  sits  with 
his  back  to  the  tables,  and  some  gentleman 
present,  i^^ho  takes  his  part,  informs  him  of 
the  moyc  of  his  antagonist,  and  theli,  by  his 
dircftion,  plays  his  pieces." 

In  the  triple  party  before  fnentioned,  Mr* 
Phi  LI  BOB  gave  the  move  to  Count  BkIjh  ii 
and  Mr.  Bowdlejei,  ahd  the  advtotage  of  a 
pawn  and  the  move  to  Mr.  MAsfassr  the 
tnoves  of  each  party  were  played  alternately* 


Count  BRUHL's  Part^. 

U 

W.  King's  pawn  2  squares* 

B.  The  same* 

2. 

W.  King's  bishop  at  his  quefen'd  knight'd  4th- 
B.  Queen's  bishop's  pawn  1  square. 

W.  The  queen  at  her  king*s  2d. 

B.  Qufeen's  J)awn  1  square. 

W*  Queen's 


4. 

'W.  Queen's  buhop'g  pava  1  square. 
B.  King's  bishqp's  pa^vn  s  square*. 

'W.  Queen*s  pawn  1  square. 

B.  King's  knight  at  his  bishop's  3d- 

Wl  The  king's  pawn  takes  the  bishop's  pawti« 
B.  Tte  queen's  bishop  takes  the  king's  pawn* 

7- 
W.  Queen's  pawn  1  square- 

B.  King's  pawn  1  square. 

8. 
W.  Queen's  bishop  at  the  adverse  king's^ 

knight's  4th. 
B.  Queen's  pawn  1  square. 

W.  King's  bishop  at  the  queen's  knight*s  Sd. 

B.  King's  bishop  at  hid  queen  s  3d. 

10. 

W.  Queen's  knight  at  his  queen's  Sd. 

B.  The  same. 

IL 

W,  K  i  tig*s  rook's  pawn  1  square. 

B.  The  same. 

W.  Queen's  bishop  at  his  king's  3d. 
B.  The  queen  at  her  king's  Sd. 

W.  King's 
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13; 

W.  King's  bishop's  pawn  2  squares* 
B.  King^s  rook's  pawn  1  square* 

W.  Queen's  bishop's  pawn  1  square. 
B.  Queen's  rook's  pawn  1  square* 

15. 
W.The  quee  n's  bishop's  pawn  takes  the  pawn.- 
B.  The  queen's  bishop's  pawn  takes  the  pawn* 

16* 
W.  The  queen  at  her  king's  bishop's  2d* 
B.  The  king  castles  with  his  rook* 

17. 
W.  King's  knight  at  his  king's  Sd* 

B.  Queen's  knight's  pawn  2  squares* 

18* 
W.  The  king  castles  with  his  rook* 
B.  Queen's  knight  at  his  3d  square* 

19. 
W,  King's  knight  at  his  3d  square* 
B.  King's  knight's  pawn  1  square. 

20. 

W.  Queen's  rook  at  its  bishop  s  square. 

B.  Queen's  knight  at  the  adverse  queen'ai 

bishop's  4th. 

21. 

W.  The  kitig's  knight  takes  the  bishop. 

B.  The  king's  knight's  pawn  takes  the  knight* 

W*  The 
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W.  The  queen  gives  check  at  the  king's 
knight's  3d.  .     . 

B.  The  queen  covers  the  check, 

W.  The  queen  takes  the  queen. 
B.  The  king  takes  the  queen. 

24. 

W.  The  king's  bishop  takes  the  queen's 

knight.  ' 

B.  The  queen's  knight's  pawn  takes   the 

bishop. 

25. 

W.  King's  knight's  pawn  1  square. 
B.  Queen's  rook  at  its  knight's  square. 

26. 
W.  Queen's  knight's  pawn  1  square. 
B.  King's  bishop  at  the  adverse  queen's  rook's 

3d. 

27.  

W.  Queen's  rook  at  its  queen's  bishop's  2d. 

B.  The  queen's  knight's  pawn  takes  the 

queen's  knight's  pawn.  ^ 

28. 
W.  The  queen's  rook's  pawn  takes  the  pawn. 
B  King's  rook  at  his  queen's  bishop's  square. 

vox.  II.  P  W.  the 


010 
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39- 


W.  Thft  queen's  rook  take^  the  king's  took, 
3.  The  rook  takes  the  rook. 

30. 

W.  The  rook  at  the  queen's  rook's  square. 

fi.  The  bishop  at  the  adverse  qiieeu'^  kpjgh^^ 

4th. 

31. 

W.  The  rook  takes  the  queen's  rook's  pavu.. 

B.  The  rpok  at  the  adverse  queen's  bisEtop's 

?d. 

32. 

W.  The  king  at  his  bishop*^  2d. 

B.  The  ropk  at  tjie  adverse  queer's  3d. 

33. 
W.  The  rook  at  its  queen's  rook's  §ld, 
B.  The  bishop  takes  the  knight. 

W.  The  rook  takes  the  bishop. 

B.  The  rook  takes  the  queen's  knight's  pawn. 

35. 
W.  The  rook  at  the  queen's  bishop's  Sd, 
B.  King's  rook's  pawn  1  square? 

36. 
W.  The  rook  gives  check  at  the  fidversa 

queen's  bishop's  2d. 
B.  The  king  at  bis  knight's  3d. 

W.  The 


37. 


fit 


W.  The  king's  knight's  pawn  itahps  <he  rook'A 

pawn. 
B.  The  knight  at  his  rook's  4th. 

W.  The  rook  at  the  adverse  queen's  SlcL 

B.  The  knight  takes  the  king's  bishop's  pawn. 

W.  Hie  bisbc^  takes  the  knight, 
B.  The  rook  gives  check  ^t  the  aiiverse  king's 
bishop's  3d, 

40. 
W.  The  king  at  his  knight's  2d. 
B*  The  rook  takes  the  bishop. 

4h 
W.  The  rook  takes  the  queen's  pawn. 
B.  The  rook  at  the  adverse  king's  bishop's  3d. 

4fi. 
W.  The  rook  at  the  adverse  queen's  square. 
Bb  The  rook  att  the  adverse  queen's  Sd« 

43. 
W.  Queen's  pawn  1  square. 
B.  King's  bishop's  pawn  1  square. 

44. 

W  Queen's  pawn  1  square. 

B»  The  rook  gives  check  at  the  adverse  queen's 

Sd. 

W.  The 
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45. 

W.  The  king  at  his  bishop's  square«  ; 
B.  The  king  at  his  bishop's  £d. 

W.  King's  rook's  pawn  1  square.  " 

B.  King^s  pawn  1  square.  ^  . 

47- 
W.  King's  rook's  pawn  1  square. 
B.  The  king's  bishop's  pawn .  1  square^  apd 
wins  the  game. 


■^— ^— »  m 
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W.  King's  pawn  2  squares. 

B.  Queen's  bishop's  pawn  2  squares. 

3.  ' 

W.  King's  bishop  at  his  queen's  bishop's  4th, 
B.  King's  pawn  1  square. 

.      3.         .  .J 

W.  The  queen  at  h«r  king's  2d. 
B.  Queen's  knight  at  his  bishop's  3d. 

4. 
W\  Queen's  bishop's  pawn  1  square. 
B.  Queen's  rook's  pawn  1  square. 

W.  Queen's 
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W.  Queen's  rook's  pawn  3  squaLres. 
B.  Queen's  knight's  pawn  1  square* 

6. 
W.  King's  bishop's  pawn  2  sqtiatei. 
B.  Queen's  pawn  1  square*  .  ^ 

7. 
W*  King's  knight  at  his  bishop's  3d. 
B.  King's  knight  at  his  king's  3d. 

W.  King's  bishop  at  his  queen's  rook's  2d. 
B.  King's  knight!s  pawn  1  square. 

W.  Queen's  pawn  1  square. 

B.  King's  bishop  at  his  knight's  Sd. 

W.  Queen's  bishop  at  his  king's  3d. 
B.  Queen's  pawn  1  square. 

11. 

W.  Queen's  knight  at  his  queen's  2d. 
B.  The  king  castles., 

■       -      '       ■• ''      '     12.  • 
W.  The  king  castles  with  his  rook*  r      ' 
B.  King's  bishop's  pawn  2  squares. 

13. 
W.  King*s  pawn  1  squaie. 
B.  King's  rook's  pawn  1  square^ 

W.  Queen'* 


±14  ir^  &^wt>if  t"!  FAExr^ 

14. 
W.  Queen's  fMm  t  Hps^ne^ 
B.  Queen's  bishop's  pawn  1  squaret 

IS. 
W.  Queens's  knight's  pawn  2  sqaarets. 
B.  Queen's  knight's  pawn  1  square* 

Id 
W«  King's  U^hop  aft  his  queen'i)  knigkt'j^ 

square. 
B.  Queen's  bishop  at  his  queen's  Sd< 

17. 
W .  King's  bishop  at  his^  queen's  bishop^  Sd# 
B.  The  queen  at  her  bishop's  2d. 

18. 
W.  King's  rook's  pawn  1  sqtiate. 
B.  The  king  at  his  rook's  2d 

W.  The  king  at  his  rook's '2d.     . 
B.  Queen's  knight  at  his  rook's  2d. 

20.' 
W.  King's  knight^s  pawn  S  squa^es*^ 
B.  The  queen's  knightVpawn  takes  the  queen's 
rook's  pawn. 

W.  The  king's  bishop  takes  the  queen's 

knight's  pawn. 

B.  Queen's  knight  at^  its  44!h  squaie« 

W.  The 


W.  The  king's  bisllo(^  tftk^  th€  kiiigbt 
B.  Tbequeefn'd  bishop  takes  tbe  bti»hop^ 

23. 

W.  King's  rook  at  its  knight's  square^ 

B.  The  same. 

24. 

W*^  King's  rook  at  its  king's  knightV  Sd-^ 

B.  Queen's  rook's  pawn  1  square, 

2i. 
Vt^  The  qitt»»i's  knight's  paim  takes  the  pa^n. 
Bi  The  queen's  rook  takes  the  pawn. 

26. 
W.  King^s  rook  at  its  king's  knight's  square. 
B.  King's  rook  at  its  queen^s  rook's  square. 

27» 
W.  The  queen's  rook  takes  the  rook. 
B.  The  queen  takes  the  rook. 

28. 
W.  The  rook  at  his  queen's  bishop's  square. 
B.  The  queen  at  the  adverse  queen's  rook'a  3d# 

29- 
W.  Queen's   knight    at  his  king's   bishop's 

square. 

B.  The  queen  at  the  adverse  queen's  knight'* 

3d. 

W-The 
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30- 
W.  The  queen  at  her  square*    '  - 
B.  The    rook  gives   check,    at  the  adverse 
queen's  rook's  2d. 

31. 
W.  The    bishop    covers    the  check,    at    hi» 

queen's  2d. 
B.  The  queen  takes  the  quean 

32. 

W.  The  rook  takes  the  queen. 

B.  The  bishop  at  the  adverse  queen's  rook's 

4th.  .    ^ 

33., 

W.  The  rook  at  its  queen's  knight's  squaic  . 

B.  Queen*s  bishop    at    the    adverse   queen's 

knight's  3d. 

34. 

W.  The  king  at  his  knight's  Sd. 

B.  The  knight  at  his  queen's  bishop's  3d. 

35. 
W.  Queen's  knight  at  his  king's  3d. 
B.  King's  bishop  at  his  square. 

36. 
W.  Queen's  bishop  at  his  square. 
B.  King's  bishop  at  the  adverse  queen's  rook'» 
3d.      ' 


W.  King's 
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37. 
W.  King's  rook's  pawn  1  square 
B.  The  bishop  takes  the  bishop. 

38. 
W.  The  rook  takes  the  bishop. 
B.  The  knight  at  his  king's  2d. 

39. 
W.  King's  rook's  pawn  1  square. 
B.  The  rook  at  the  adverse  king's  2d. 

40. 
W.  The  rook  at  his  king's  square. 
B.  The  rook  takes  the  rook. 

41. 
W.  The  knight  takes  the  rook. 
B.  The  king's  bishop's  pawn  takes  the  pawn. 

42. 
W.  The  king  takes  the- pawn. 
B.  The  knight  at  his  king's  bishop's  4th. 

W.  The  knight  takes  the  knight.'  ^ 
B.  The  king  s  knight's  pawn  takes  the  knight, 
and  gives  check. 

44. 
W.  The  king  at  his  knight's  SA 
B.  The  bishop  at  the  adverse  queen's  square. 

45. 
W.  The  knight  at  his  king's  bishop's  3d. 
B. .  The  bishop  takes  the  knight 

W.  The 
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A6. 


W.  The  king  takes  the  bishop. 
B.  The  king  at  his  knight's  dd. 

W.  The  king  at  his  3d  sqtiard 
JB.  The  king  at  hisf  bishop's  2d; 

48. 
W.  The  king  at  his  queen's  M. 
B«  The  king  at  his  2d  square. 

49. 
W.  The  king  at  his  queen's  hishop's  sd. 
B.  The  king  at  his  queen's  2d/ 

W.  The  king  tt  bis  queen's  knight's  Sd. 
B.  The  king^at  his  queen'^s  bishop's  Sd. 

6h 
W.  The  king  at  his  queen's  rook't  3A. 
B.  The  king  at  bis  quern's  knight's  4th,  aftd 
makes  a  distwn  gstme. 


lifi^il  fc 


Mr, 


iid 


Mr.  MAS£R£S'  pAtiTir< 

He  received  the  King's  Bishop's  Pawn^ 

umd  the  Move, 

I. 
W.  King's  pawn  2  squares. 
B.  King^s  knight  at  his  rook's  Sd^ 

S. 
W.  Queen's  pawn  2  squares^ 
B.  King's  knight  at  his  bishop's  Sd< 

3. 
W.  King's  bishc^  at  his  queen's  3d. 
B.  King's  pawn  1  square. 

/  nf» 

W.  King's  knight  at  his  bishop's  3d 
B.  Queen's,  pawn  8  squares. 

W.  King's  pawn  1  square. 

B«  Queen's  bishop's  pawa  S  squares. 

6.. 
W#  Queen's  bishop's  pawn  1  aquare^ 
6«  Queen's  knight  at  his  bishop's  3d« 

W,  Queen's  bishop  at  his  king's  3d, 
B.  Queen's  knight's  pawn  1  square. 

W.  King's 
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8. 
W.  King's   bishop    at  the    adverse    queen's 

knight's  4th* 
B.  Queen's  bishop  at  his  queen's  2d. 

W.  Queen's  rook's  pawn  2  squares. 
B.  Queen's  rook's  pawn  1  square. 

10. 
W.  King's  bishop  at  his  queen's  3d. 
B.  King's  knight's  pawn  1  square. 

W.  The  king  castles. 

B.  The  queen  at  her  bishop's  2d, 

12. 
W.  The  queen  at  her  king's  2d. 
B.  Que6n's  bishop's  pawn  1  square. 

13. 
W.  King's  bishop  at  his  queen's  bishop's  2d. 
B.  Queen's  rook  at  its  knight's  square. 

14. 

W.  Queen's  knight  at  his  rook's  3d. 

. .       .  . 

B.  King's  bishop  at  his  king's  2d. 

IS. 
W.  King's  rook's  pawn  1  square. 
B.  The  king  castles  with  his  rook. 

l6. 
W.  King's  knight  at  his  fook'^  2d. 
B.  Queen's  knight's  pawn  1  square. 

W.  The 
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17. 
W.  The  queen's  rook's  pawn  takes  the  pawn. 
B.  The  queen's  rook'is  pawn  takes  the  pawn. 

18. 
W.  The  queen  at  her  kmg's  knight's  4th, 
B.  The  king  at  his  knight's  2d. 

J9. 
W.  King's  bishop's  pawn  2  squares. 

B.  King's  knight  at  his  rook's  3di 

20. 
W.  The  queen  at  her  king's  knight's  3d. 
B,  King's  knight  at  his  king's  bishop's  4th. 

21. 
W.  The  king's  bishop  takes  the  knight. 
B*  The  king's  rook  takes  the  bishop. 

S3. 
W.  The  queen  at  her  king's  bishop's  3d. 
B.  Queen's  knight's  pawn  1  square. 

23. 
W.  The  queen's  bishop's  pawn  takes  the  pawn. 
B.  The  knight  takes  the  pawn. 

•         24. 
W.  King's  knight's  pawn  2  squares. 
B.  King's  rook  at  his  bishop's  square. 

25. 
W.  The  queen  at  her  king's  knight*s  2d. 
B*  The  knight  at  the  adverse  queen's  3d. 

W.  Queen/s 


W,  Queen's  bishop  at  hia  square. 
B.  T})e  qixem  at  her  knight's  Sd, 

27. 
W.  Queen's  knjght  at  his  queen's  bishop's  gd, 
6,  The  knight  takes  the  bi^p, 

W.  The  queen's  rook  takes  the  knight. 
B,  The  queen  takes  the  queen's  knight's 

pawn, 

29. 
W.  Qaiccn's  knight  at  his  king's  3d, 
B.  The  queen  takes  the  queen. 

SO. 

W.  The  king  takes  the  queen* 

B.  Queen's  rook  at  the    adverse   qucen'^ 

knight's  ad. 

51. 

W.  King's  rook  at  its  bishop's  3d. 

9.  Queen  s  rook  at  the  adverse  queen's  Sd. 

32. 
W  Queen's  rook  at  its  queen's  square. 
B.  Queen's  bishop  at  the  adverse  queen's 

rook's  4tb. 

33. 

W.  The  queen's  rook  takca  the  rook, 

B.  The  queen's  bishop's  pawn  takes  the  rookt 

W.  King's 


34. 
W.  King'9  kuight  ^M^  bi$  l»ii}:Hdp's  ^uai«. 

B.  King'9  bbhop  at:   the  »(lveff«0  queen^« 

knight's  4th^ 

W.  Thf  rook  at  bi«  kmg'^  bi$bop's  24f 

Bf  KiQg's  bishop  at  tbe  adverse  queen's 

bishop's  3d.  « 

36, 

W.  The  rook  at  its  queen's  rook's  2d. 

B*  Queen's  bishop  at  the  adverse  queen's 

knight's  3d, 

37. 

W  The  rook  at  its  king's  bishop's  2d# 

B.  The  king's  bishop  takes  the  queen's  pawnr 

38. 
W.  Tlie  rook  at  its  queen's  2d, 
p.  The  rook  takes  the  king's  bishop's  pawn. 

SP- 
IV. The  rook  takes  the  pawn. 
B.  Queen's  bishop  at  the  adverse  queen's 
bishop's  4th. 

40. 
W.  The  knight  takes  the  bishop. 
B.  The  queen's  pawn  takes  the  knight. 

41. 
W.  The  rook  at  its  king's  bishop's  3d. 
B.  The  rook  takes  the  rook. 

W.  The 
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42. 

W.  The  Icing  takes  the  rook. 

B.  ^  The  bishop  takes  the  Icing's  pawn, 

43«  .1. .  .    .  • ' 

W.  The  king  at  his  ^tTi  square. 

B.  The  bishop  at  his  king's  bishop's  Sd. 

-  44,  -  '     .         '    ' 

W.  The  knight  at  his  king's  3d; 
B.  Queen's  bishop's  pawn  1  square* 

;  45.'    .    /  . 

W.  The  king  at  his  queen's  3d. 
B.  The  king  at  his  bishop's  2dr 

'46. 
W,  The  knight  at  his  queen's  square^ 
B.  The  king  at  his  2d  square. 

47-    . 
W.  The  knight  takes  the  pawn. 
B.  The  bishop  takes  the  knight. 

48. 
\V,  The  ki^ig  takes  the  bishop. 
B.  The  king  at  his  queen's  3d, 

49. 
W.  The  king  at  his  queen*s  4th. 
B.  The  king's  pawn  1  square,  giving  check. 

,50. 
W.  The  king  at  his  4th  square. 

B.  The  king  at  his  3d  square, 

•  ... 

W.  The 


51. 

W.  King's  rgok**  pawn  1.  square 

B  The  same. 

Si. 

W.  The  fcing^  at  his  9d  square. 

B.  The  khtg  at  his  queen's  4th. 

55. 
W.  The  king  at  hts  queen's  Sd. 
B.  The  king's  pawn  1  square,  giving  check. 

54. 
W.  The  king  at  his  3d  square. 
B.  The  king  at  hk  4th  square^ 

W.  King's  knight's  pawn  1  square. 
B.  King's  rook's  pawn  1  square. 

56* 
W.  The  kiijg  afc  his  ad  square* 
B.  The  king  at  the  ^dverae  king'$  bi^bop's  4th 

67. 
W.  The  king  at  his  l^ishop's  Sd  square. 
R  The  kin§  at  the  adverse  king's  knight'9  4tH. 

58. 
W,  The  king  at  his  3d  square. 
B.  The  king  takes  the  rook's  pawn. 

S9. 
W.  The  king  takes  the  pawn. 
B.  The  king  takes  the  knight^s  pawn|.  and 
wins  the  game. 

VOL.  ri.  Q  ANOTHER 


226  covKT  ^ruhl's  party. 


ANOTHER  MATCH, 

Played  at  the  Chess-Club,  the  \Oth  of  May^ 
1788,  against. Count  hKvnij J  MnNowsLL, 
and  Mr.  Letcester. — Mr.  Novell  and 
Mr.  Leyc ESTER  received  the  adds  of  the 
Pmvn  and  the  Move^  and  Count  Bruhl 
only  the  Move. 

Count  BHUHL's  Secokd  Party. 

1.  . 

W    King's  pawn  2  squares. 

B.  The  same. 

2. 

•  •     •  r 

W.  King's  bishop's  pawn  2  squares 
B.  The  king's  pawn  takes  the  pawn. 

3. 
W.  King's  knight  at  his  bishop's  3d. 
B.  King's  knight's  pawn  2  squares* 

4. 
W.  King's  bishop  at  his  queen's  bishop's  4th* 
B«  King's  bishop  at  his  knight's  2d. 

5. 
W.  King's  rook's  pawn  2  squares. 
B.  King's  rook's  pawn  1  square* 

.  W.  The 


6.  * 

W.  The  king's  rook's  pawn  takes  the  pa:vn, 
B.  The  king's  rook's  pawn  takes  the  pawn. 

7. 

W*  The  rook  takes  the  rook.  • 

B.  The. king's  bishop  takes  the  rook. 

8. 
W.  Queen's  pawn  2  squares. 
6.  King's  knight's  pawn  1  sguare. 

9. 
tV.  The  queen's  bishop  takes  the  king's  pawil^ 
B,  The  king's  knight's  pawn  takes  tlic  knights 

10. 
W.  The  queen  takes  the  knight's  pawn.  . 
B.  The  queen  at  her  king's  2d, 

W*  Queen^s  bishop's  pawn  1  square. 
B.  King's  knight  at  his  bishop^s  3d. 

12. 
W.  The  knight  at  his  queen's  2d. 
B.  Queen's  pawn  2  squares. 

13. 
W.  King's  bkhap  at  his  queen's  3d. 
B.  The  queen's  pawn  takes  the  pawn. 

14. 
W.  The  kiiight  takes  the  pawn, 
B.  The  knight  takes  the  knigtnn 

W.  the 


\ 
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15. 
W.  Tlif  queen  takes  the  kfiiglit 
B.  The  queen  takes  the  .qtieen. 

16. 
W.  The  bishop  takes  the  queen. 
B.  Queen*s  bishop's  pawn  1  square. 

W.  The  king  at  his  queen*s  8d. 
B.  Queen's  bishop  at  his  king's  3d. 

18. 
W.  Queen's  knight^s  pawn  1  square. 
B«  The  knight  at  his  queen's  2d. 

.    19. 
W.  The  rook  at  the  king's  raok's  square. 

B.  King's  bishop  at  his  3d  square. 

fiO. 
,  W.  The  king  at  his  queen's  bishop's  Sd. 
B.  The  king  castles. 

2i: 
W  Queen's  bishop  at  the  adverse  c^eeii*s  3d/ 
B.  The  knight  at  the  queen's  knight*s  3d« 

W.  Queen's  bishop  at  the  adrerse  queen's 

bishop's  4th. 
B.  The  king  at  his  queen's  bishop's  Sdb 

8S. 
W:  The  rook  at  the  adverse  k^ng'^  rook's  fid 
B.  The  rook  at  the  king's  rook'^  square. 

W.  Queen'< 


•  % 


W.  Queea's  bisifop's  ptuvrn  1  squk^c; 
B.  The  rock  takes  the  rook^ 

25. 
W.  The  bishop  takes  the  rook. 
B.  The  knight  at  his  qiieen'^  Sd. 

'26. 
W.  Tlie  king  at  his  queen's  3d. 
B.  The  knight  takes  the  bishop. 

.      27-  . 
W.  The  pawn  takes  the  knight. 
B.  King's  bishop  at  hb  king's  2d. 

W.  Queen'g  knight's  palm  1  square. 
B.  Queen's  rook's  pawn  1  square. 

29. 
W.  Queen's  rook's  paMm  I  square. 

B.  King's  bishop's  pawn  2  squares. 

50. 
W.  The  bishop  at  the  adverse  king's  knight*s 

3d. 
B.  The  kin^  at  his  queen's  2d. 

31. 
W.  The  bishop  at  the  adverse  king's  rook's 

4th. 
B.  King's  biishop  a^  his  king's  kmght's  4th. 

W.  The 
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s«. 

Wf  The  bishop  at  his  queen's  square. 
!p.  King's  bishop '  at  the  adverse  qtieen's 
bishop's  square, 

W.  The  bishop  *t  his  que?p'$  ropk's  4tE . 
p.  The  king's  bishop  t^kfes'  the  queen's  rook's 
pawn.  ,      ■ 

W.  The  king  at  his  queen's  bishop's  3d. 

5-  King's   bishop  at  the   advprse  queen's 

bishop's  square. 

35. 

W.  The  bishop  at  his  queen's  square. 
3.  King's  bishop  at  the  adverse  king^^ 
bishop's  4th^ 

W.  The  king  at  his  queen's  4thu    ' 
B.  The  king  at  his  2d  square. 

37.   ' 
W.  Queen's  knight's  pawn  1  square, 
B.  The  king  at  t|ie  king's  bishop's  3d, 

.38. 
W.  The  bishop  at  his  king's  bishop's  3d, 
B,  Queen's  bishop  at  his  queen's  2d. 

■39.  '    "    '    " 

W.  Queen's  knight's  pawn  1  square. 

B.  King's  bishop  at  his  king's  knight's  4th. 

W.  Tke 
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40. 
W.  The  bishop  at  his  queen's  square. 
B.  King's  bishop  at  the  adverse  king's  rook's 

W.  The  king  at  his  3d  square. 
B.  The  king  at  his  4tti  square, 

.42. 
W.  The  bishop  at  his  king's  bishop's  3d.  * 
B.  King's  bishop  at  his  king's  2d. 

'43.      . 
W.  The  king  at  his  queen's  3d.   ' 
B.  The  king's  bishop' takes  the  pawn. 

44. 
W.  The  king  at  his  queen's  bishop's  3d. 
B.  The  king's  bishop  takes  the  pawn, 

45*  ' ; .  .  .  :^  U 

W.  The  king  at  his  queen's  knight's  3d. 
B.  The  king  at  the  adverse  que«i|i'5  4tha  Vl4 
wins  the  game,  ; ;  I 


Mr. 


<«e 


He  received  the  King's  Bishop's  PatUI^ 

and  tkt  Move. 

W.  King's  pawn  8  squares, 

B*  Kiug'$  knight  at  bis  king's  rook's  3di 

y^.  King's  bishop  at  his  queen's  bishop's  4th« 
B,  King's  pawn  1  square. 

3. 
W,  Queen's  pawn  1  square- 
Bi  King's  knight  at  his  bishop's  2d. 

4. 
W,  King's  Wsht)p*s  paVm  2  square*. 
B»  Queen's  pawn  2  sqtores. 

W.  K)fig'«  bishop  at  his  <{tieeft%  feiiightV  34 
B.  King's  bishop  at  his  queeia^  bishop^s  Htu 

6. 
W.  King's  knight  at  his  king's  bishop's  3cU 
B.  The  king  castles^ 

'      _  r.      ' 

W.  King's  pawn  1  square. 

B*  Queen's  bishop's  pawn  l  square* 

W,  Queen's 


W.  Queen's  pfnm  I  square.  ;    , 
B.  Kiq^'s  bwhf^  «t  Im  qv«ai'«  kni|^t>  ad, 

9- 

&  The  (|iwt»  »ti)0r  kiftg,'a  Sd. 

iO. 
W.  The  king  ci»ae«. 
B.  Queen's  biib^p'il  pdwn  1  «tu&rei 

W.  Queen's  bishoj>'s  pawn  1  scjuare. 
B.  QiMra's  Jeaij^t  «t  his  bishop's  3cL    . 

12. 
W.  Queen's  bishop  at  his  king's  3d. 
B.  Qu^n'i  biishop  it  his  queen's  Sd. 

15. 
W.  The  queen  at  her  king's  2d. 
B.  King's  knighC^  pawtt  1  square 

14. 
W.  King's  bishop  at  his  queen's  bishop's'Sd. 
B'  King's  knight  at  his  rookll  3d. 

IS. 
W.  Queen's  knight  al  his  queen's  Sd. 
B.  Kliig's  knigiit  at  hais  biih<^'s  4tb. 

W.  King's  rook  at  its  bishop's  Sd. 

B.  The  k^gfafc  take*  Ae  liisiiop. 

•  -s. 

W.  The 
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•J7. 
W.  The  queen  takes  the  krfl^ht 
Bi  Queen'ii  rook  at. its  bishop's  square. 

18. 
W.  Queen's  knigUt  at  Ms  ^  square;  .' 
B.  The  queen's  bishop's  pam^  UdCiMitbe  pa^ 

19. 
W.  The  queen's  knight  takes  the^pAwn.' 

B.  The  kitight^  takes  th^  knight, 

SLb. 

W.  The  knight  takes  the  knight. 

B.  Queen's  rook  at  the -a^yorse  queen's 

bishop's  4th.  • 

• :    31.    •    '  •  *  ■        -  ;.. 

W.  Queen's  ropk  ^t  its  queen's  square. 

B.  Queen's  rook  at  its  queen's  bishop's  square. 


gp 


;'*'•  .  t  * 


W.  King's  rooVs  pawn  1  ^quarfc.:  \ 
B.  King's  rook  at  its  bishop's  2d, 

W.  The  king  athis  JOok!8.2dL      ... 

B.  Queen's  rook  at  ite  king's  bishop's  square. 

W.  The  queqn  at  hei*  kingt's  Jcnight's  Sd.    . 
B.  King's  bishop  at  his  queen's  square. 

W.  Queen's  j»0Qk  at  ite  king's  W&hfip'%;$quare. 
B,  Queen's  knight's  pawn  2  squares. 

W.  The 
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26. 
W.  The  queen  ^t  her  king's  3d. 
]B.  Queen's  rook's  pawn  2  squares,    • 

'  -27. 
W.  King's  rook  at  its  bishop's  3d, 
]B.  King'(^  TOdk  ait  its  knight's  2d..        >.       . 

W.  The  queen  at  her  S4  square, 

B.  J^ing's  bishop  ^t  h\$  queon/s.  bishop's  2d  ^ 

2S,  ... 

W.  King's  bishop  at  his  queen's  3d.  ; 

B.  Queei^'s  rook  at  its  queen's  knight's  ^qusyre* 

30. 
W.  The  king  at  bi3  rook'jf  square, 
p.  King's  knight's  pawn  1  square. 

31. 
W.  King's  rook  at  its  knight's  3d. 
B.  The  king's  knight's  pawn  takes  the  pawn, 

^  32.  ' 

W.  The  rook  t^kes  the  rook, 
B.  The  queen' takes  the  rook. 

33. 
W.  The  rook  takes  the  pawn. 
B.  The  queen  takes  the  king's  pawn. 

34. 
W.  The  rook  gives  check,  at  its  king's 

knight's  4th. 
B.  The  king  at  his  rook's  square. 

W.  The 
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W.  The  kniight  »t  hia  kiag's  buhof^'a  Sd 
square. 

B.  The  queen  at  her  king's  bishop's  3d. 

36. 
W.  The  rook  at  ii»  king's  rookV^th, 
6.  The  king  at  his  knight's  square. 

37. 
W.  The  bishop  takes  the  rook's  pawn,  and 

gives  check< 
B.  The  king  at  his  knight's  2d. 

38. 

« 

W,  King's  bishop  at  his  queen's  3d. 
B.  The  rook  at  its  king's  rook*s  square- 

39. 
W.  The  rook  at  its  king's  knight's  4th,  giving 

check. 
B.  The  king  at  his  bishop's  square. 

40. 
W.  The  queen  at  her  king's  3d. 
B.  The  king  at  his  square. 

41. 
W.  The  rook  at  the  adverse  king*8  knight's  Sd. 
B.  The  queen  at  the  adverse  king's  bishop's 
*th.  ^ 


W.  The 


I 
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W.  The  queen  at  tbe  adverse  queen's  tnshop's 

4tL 
B.  The  king  at  his  queen^s  square. 

43. 
W.  The  rook  at  the  adverse  king's  knight's  Sd» 
B.  The  queen  at  her  3d  square. 

44, 
W.  The  queen  at  her  king's  3d, 
B.  The  rook  at  its  king'$  bi$hop's  square« 

45. 
W.  The  queen  at  the  adverse  king's  knight^s 

4th,  giving  check. 
B.  The  king  at  his  queen's  bishop's  square. 

46. 
W.  The  queen  at  her  Sd  square. 
B*  King^s  pawn  1  square. 

47. 
W,  The  rook  at  the  adverse  king's  knight's  3d. 
B.  Queen's  bishop  at  his  king's  Sd. 

48. 
W.  The  queen  at  the  adverse  king^s  rook^s  3d. 

B.  The  rook  at  its  king's  square. 

49. 
W.  The  bishq>  takes  the  queen's  knighfs 
pawn. 

B.  The  rook  at  its  king's  Sd. 

W  The 
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50. 
W.  The  .queen  at  the  advfcrae  kmgfs  rotok'* 
square^  giving  check. 

JB.  The  king  at  his  queen's  knight'srSd.     . 

51. 
W.  The  rook  at  the  adverse  king's  knight's 

4th. 
B.  King's  pawn  I  square. 

52. 
W.  The  knight  at  the  adverse  kirig^s  4ffi. 
B.  The  king  at  his  queen's  knight's  3d. 

63. 
W.  Queen's  rook*s  pawn  1  square^ 
B.  King's  pawn  1  square. 

54. 
W.  King's  knight  at  bi§  king's  bishop's  3d.*' 
B.  Queen's  bishop  at  his  queen's  Qd^ 

*  The  Eoialok  cantiot  avoict  obi^iving^  tW  if  bisteai 
of  the  retreat,  here  made  by  the  knight,  the  queen  were 
transported  to  the  black  queen's  rook's  square,  check-mate 
might  be  soon  effected.  He  has  hitherto  forborne,  and  he 
will  not  multiply  remarks'  on  these  gkmeS,  pTayed  eX  tempor^y 
lest  it  should  seem  hypercritical.  In  few  cases,  indeed, 
ivcmld  a  patsiiig  antmadyersion  on  a  single  move  be  of 
tttitity*  A  proposed  change,  before  it  can  add  any  thing  to 
the  store  of  experiehcey  mast  haVe  its  Consequences  tra'cf  d 
Id  a  back  game. 

W.  Tbc 
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55. 

W,  The  queen  at  her  4th  square,  giving  check* 
B*  The  queen  at  her  queen's  liishop's  4th. 

W.  The  queen  takes  the  queeii« 
B.  The  king  takes  the  queen* 

57: 
W.  The  bishop  takes  the  bishop* 

B.  King's  pawn  1  square*  * 

58. 
W.  The  king's  knight  at  his  king'^s  square. 
B.  The  rook  takes  the  bishop. 

W.  The  king  at  his  kdght's  square.  , 

B.  The  rook  at  its  king's  bishop's  2d/ 

.60. 
W»  The  knight  at  his  king's  bishop's  Sd. 
B.  The  rook  takes  the  knight,  and  wins  the 
game. 


CS3 


Mil. 


«K> 
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1  • 


He  received  the  Kih^s  Bishop's  Fawtin 

and  the  Mwe. 

L 
W.  King's  pawn  «  ^qiOjirea, 
B.  Queen's  bishop's  pawu  %  3<}iia]re5. 


W.  The  queen  al  the  advewe  bing'3  rook's  4ih 

square,  giving  check- 
R  King's  knight's  pawn  I  square. 

W.  The  queen  takes  the  queen's  bishop'* 

pawn. 
B.  Queen's  knight  at  his  bishop's  3d* 

W.  Queen's  bishop's  pawn  I  square* 
B«  King's  pawn  S  squares. 

5. 
W^  The  queen  at  her  king's  3d« 
B.  King's  knight  at  his  bisfaop^s  Sd. 

6. 
W.  King's  rook's  pawn  1  square* 
B.  Queen's  pawn  S  squares. 

W.  The 


X 
W.  The  king's  pawi^i  takea  the  pawn, 
B.  11)e  kiug's  knight  takes  the  pawn. 

8. 
W.  The  queen  at  her  king's  2d. 
B,  King's  knight  at  th^e  s^^vcirse  king's 
bishojx's  4th. 

9,. 
W.  The  queen  a,t  he?  king's  bishop's  34. 

B.  King's  bishop  at  his  ropk's  3d. 

10, 

W.  King's   bishop  at  the  adverse  queen's 

knight's  4th. 

B.  The  king  castles  with  his  rook, 

11. 
W.  The  queen  at  her  king'?  4th. 
B.  Queen's  bishop  at  his  king's  bishop's  4th. 

12. 
W.  The  queen  at  her  queen's  bishop's  4th, 

giving  check. 
B.  The  king  at  his  rook's  squarfc. 

13. 
W.  The  queen  at  her  king's  bishop's  square. 
B,  Queen's  bishop  at  the  adverse  queen's  3d. 

14. 
W.  The  king's  bishop  takes  the  queen's  bishop. 
B.  The  king's  knight  *akes  the  bishop,  and 
gives  cheeky 

voi,.  II.  R  W.  The 
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15. 

W«  The  king  at  his  2d  square. 
5.  The  king's  rook  takes  the  king's  bishop'a 
pawn,  and  gives  check. 

W.  The  queen  takes  the  king's  rook.  , 
B.  The  king's  knight  takes  the  queen. 

17. 
W.  The  king  takes  the  knight. 
B.  The  queen  at  the  j^dverse  queen's  3d. 

18, 
W,  King's  knight  at  his  king's  fid. 
B,  The  rook  at  its  kii^g's  bishop's  square, 
giving  cheeky 

19: 

W,  The  king  at  his  square. 
B.  King's  pawn  1  squs^re. 

20. 
W.  King's  rook  at  its  king's  bishop's  square^ 
B.  The  rook  t^akes  the  rook. 

21. 
W.  The  king  takes  the  rook. 
B.  The  queen  at  the  adverse  queen's  bisihop'ii 

2d. 

22. 

W,  The  king  at  his  square. 

B.  The  knight  at  his  king's  4th. 

W,  Queen's 
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23.  . 

W.  Queen's  knight  at  his  rook's  3d. 

B.  The  knight  at  the  adverse  queen's  3d, 

giving  check, 

24. 

W.  The  king^  at  his  bishop's  square. 

B.  The  queen  at  the  adverse  queen's  square> 

giving  check^n^ate. 


■  '"^  '    *       ='■  "  ■- 


THIRD 


S44 


THIRD  MATGIL 


Chess-Club,  Saturday,  Mai'ch  13,  1790* 

* 

Mr.  Phi  LI  DOR  played  Three  Games  at  once; 
Two  without  seeing  the  Boafd$f  and  the  third 
on  looking  o^er  the  Table.  ^  His  Opponents 
were  the  Hon.  H.  S,  Conway,  Mf.  Shel- 
don, and  Capt.  Smith.  The  Game  (Mr. 
Phi  LI  DOR  being  allowed  to  see  the  Pieces) 

*  was  against  Mr.  Conway  ;  the  Move  he 
gave  to  each  of  his  Adversaries. 

Hon.  H,  S.  CONWAY's  Party. 

1. 

B.  King's  pawn  2  squares. 

W.  The  same. 

2. 

B.  King's  bishop  at  his  queen's  bishop's  4th. 

W.  Queen's  bishop's  pawn  1  square. 

3. 
B.  Queen's  knight  at  his  bishop's  3d. 
W.  King's  I)ishop  at  his  queen's  3d. 

4. 
B.  Queen's  pawn  1  square. 
W.  King's  bishop  at  his  queen's  bishop's  2d* 

5. 

B.  The  queen  at  her  king's  bishop's  3d. 

W.  The  queen  at  her  king's  2d. 

B.  Queen's 
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6. 
B.  Queen's  bishop  at  the  adverse  king  s 

knight's  4th. 
W,  King's  knight  at  his  bishop's  3d. 

7. 
*B.  King's  knight  at  his  king's  2d. 
W.  Queen's  pawn  1  square. 

8. 
B.  King's  rook*s  pawn  1  square. 
W.   Queen's  bishop  at  his  king's  3d. 

B.   King's  bishop  at  his  queen's  knight's  3d. 
W.  Queen's  knight's  pawn  2  squares. 

10. 
B.  The  king  castles  with  his  queen's  rook. 
.    W.  King's  rook's  pawn  1  square. 

11. 
'B.  "The  queen's  bishop  takes  the  Jcnight 

W.  The  queen  takes  the  bishop. 

12. 
B.  The  queen  takes  the  queen. 
W.  The  king's  knight's  pawn  takes  the  queen. 

13. 
•B.  Queen's  pawn  1  square. 
W.  Queen's  rook's  pawn  2  squares. 

14. 
B.  King's  bishop's  pawn  2  squares. 
W.  The  king's  pawn  takes  the  queen's  pawn. 

B.  The 
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B.  The  rook  takes  the  pawn. 

W.  Queen's  rook's  pawn  1  square. 

B.  The  kings  bishop  takes  the  bishop. 

W.  The  king's  bishop's  pawn  takes  the  bishop. 

17. 
B.  King's  rook  at  its  queen's  square. 
W*  The  king  at  his  8d  square^ 

18- 
B.  King's  knight  at  his  square. 
W.  Queen's  knight  at  his  queen's  2d. 

19. 
B.  King's  knight  at  his  bishop's  3d. 
W.  King's  rook's  pawn  1  square. 

20. 
B.  King's  pawn  1  square. 
W.  The  king's  bishop's  pawn  takes  the  kitig*s 
pawn. 

21. 

m 

B.  The  king's  knight  takes  the  pawn. 
W.  The  knight  takes  the  knight. 

22. 
B.  The  king's  bishop's  p^wn  takes  the  knight. 
W»  Queen's  pawn  1  square. 

fiS. 
B.  King's  rook  at  its  king's  square. 
W.  Queen's  rook  at  its  king's  bishop's  square* 

B.  Queen'5 


S4. 
Is.  Queen's  rook  at  its  queen's  3d. 
W.   Queen's  rook  at  its  king's  bishop's  4thi 

25. 
B.  Queen's  knight's  pawn  1  square. 
W.  The  queen's  rook's  pawn  takes  the  pawn* 

26. 
B.  The  queen's  rook's  pawn  takes  the  pawn* 
Wk  The  queen's  rook  takes  the  king's  pawn. 

27. 
B.  King's  rook  at  its  bishop's  square. 
W.   Queen's  rook  at  its  king's  knight's  ^th* 

28* 
.  King's  knight's  pawn  1  square. 
W.  King's  rook  at  his  knight's  square^ 

29. 
B.  King's  knight  at  his  king's  2d* 

W.  King's  pawn  1  square. 

80. 
B.  Queen's  rook  at  its  king's  bishop's  3d. 
W.  King's  rook  at  its  knight's  2d. 

31. 
B.  Queen's  rook  it  the  adverse  king'fl  bishop's 
3d. 

W.  The  bishop  at  his  queen's  3d. 

B.  Queen^s 
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B.  Queen's  Took  at  the  adverse  kfcg^  T^kli 

W.  King's  rook  at  its  king's  knight's  3d. 

33. 
B.  The  rook  takes  the  rocik. 
W.  The  rook  takes  the  rook. 

34. 
B.  tlie  'r6<^  at  the  ad vef se  king's  bi^bo^*s  4th. 
W.  King's  pawn  1  squiu'e. 

35; 

B.  The  rook  takes  the  fchig^s  rook's  'pawn. 
W.  The  bishop  takes  the  king's  knight's  pawn. 

36. 
B.  The  knight  fakes  the  bishop. 
W.  The  rook  takes  the  knight. 

37. 
B.  The  king  at  his  queen's  3d. 

W.  The  king  at  his  queen's  3d. 

38. 
B.  The  rook  at  the  adverse  king's  rook's 

square* 
W.  The  kiug  ^t  his  queen's  iiihop'is  4th. 

39. 
B.  Queen's  bishop's  pawn  1  square. 

W.  Queen's  knight's  pawn  1  square. 

B.  The 


MR.  Conway's  ^artit*  ^40 

40. 
B.  The  queen's  bishop's  pawn  takes  the  pawn, 
W.  The  king  ^  the  adverse  queen's  4th. 

41. 
B.  The  rook  at  the  adverse  king's  rook's  .3d. 
W.  The  rook  at  the  adverse  king*s  knight's 
2d,  giving  check. 

42.    X  . 
B.  The  king  at  his  queen's  bishop's  square. 
W.  King's  pawn  1  square. 

B.  The  rook  takes  the  queen's  hishqp'^  ;p*wil» 
W.  The  rook  gives  check,  at  the  adverse 
king's  knight's  square.  .  : 

B.  The  king  at  his  queen's  knight's  2de 
W.  King's  pawn  1  square. 

45. 
B.  The  rook  al  the  adverse  king's  3d. 
W.  The  king's  pawn  makes  a  queen. 

46. 
B.  The  rook  takes  the  queen. 
W.  The  rook  takes  the  rook,  and  wins  the 
game. 
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1. 

fi.  King's  pawn  2  squares- 

tV.  The  same. 

2. 

Bi  King*s  bishop  at  his  queen's  bishop's  4tli. 

W.  Queen*s  bishop'i^  pawn  1  square. 


lBi.  King^s  knight  at  his  bishop's  3dw 
W.  Queen's  pawn  2  squares. 

B.  The  pawn  takes  the  pawli 
W.  The  pawn  takes  the  pawn* 

5. 
B.  King's  bishop  at  his  queen's  knight^s  sd. 
W.  Queen's  knight  at  his  bishop's  3d. 

6. 
B.  Queen's  pawn  2!  squares. 
W.  King's  pawn  1  square. 

7. 

B.  King's  kbight  at  the  adverse  king's  4th. 
W.  Queen's  bishop  at  his  king's  3d. 

8. 
B.  The  king  castles 
W.  King's  bishop's  pawn  1  square. 

B.  The 
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B.  The  knight  takes  the  knight 

W.  The  pawn  takes  the  knight 

10. 

B  King's  bishop's. pawn  1  square^ 

W.  The  same. 

IL 

B.  Queen's  bishop  at  his  king^s  3d. 

W.  King's  knight  at  his  bishop's  3d  * 

12. 
B.  Queen's  knight  at  his  queen's  2d. 
W.  King's  bishop  at  his  queen's  3d. 

13. 
B.  Queen's  bishop's  pawn  2  squares* 
W.  The  king  castles. 

14. 
B*  King's  bishop  at  his  quel's  rook's  4thi  . 
W.  The  queen  at  her  bishop's  2d. 

15. 
B.  King's  bishop's  pawn  1  square^ 
W.  The  knight  at  the  adverse  king's  knight's 
4th. 

16. 
B.  The  queen  at  her  king's  2d. 
W.  The  knight  takes  the  bishop. 

17. 
B.  The  queen  takes  the  knight. 

W4  Queen's  bishop's  pawn  1  square* 

B.  The 
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IS. 

B.  The  knight  a!t  his  <[ue«H'fl  knig^^  3d. 
W.  TJie  queen'fi  pawfi  takes  *he  pawn. 

15. 
B,  .The  knight  talceB  the  cfueen's  bishop's 

pawn. 
W.  The  bishqp  takes  the  knight. 

20. 
B.  The  pawn  takes  the  bishop. 
W.  Queem'fi  rook  at  its  queen's  bishop's  sqtiare. 

SI. 
B.  Queen's  pawn  1  square,  at  the  adverse 

queen's  bkhop's  3d. 
W.  King's  rook  at  its  queen's  square. 

•32. 
B.  King's  took  at  its  queen's  square. 
W.  King's  rook  at  the  adverse  queen's  8d. 

•23. 
B.  The  rooki:akes  the  rook. 
W.  The  queen's  bishop's  pawn  takesthe  rook. 

24. 
B.  The  bishop  at  his  queen's  knight's  3d. 
W.  The  bishop  takes  the  bishop. 

25. 
B.  The  paVn  takes  the  bishop. 
W.  The  queen  at  her  knight's  3d. 

B.  The 


B.  fkt  kiB!9  It  fait  bbliop'i  2cL 
W.  The  qtoeea  takes  the  quden. 

27- 
B.  The  king  takes  tht  qiiecn^ 
W.  The  rot^k  takcjs  thfi  pawu. 

£». 
B.  The  I'oi^  takes  the  pawn^ 
W.  The  rook  at  its  queen's  3d. 

2fl. 
B.  The  king  at  his  que^n'is  2d. 
W.  The  king's  pawn  gives  check. 

B.  The  king  takes  the  king's  pawn. 

W.  Queen's  pawn  1  square. 

31. 

B.  The  rook  at  its  queen's  rook's  square. 

W.  The  queen's  pawn  makes  a  queen,  and 
though  forced  to  be  exchanged  for  the 
rook,  the  white  party  wins  the  game* 


Capt.  smith's  Party. 

I. 
B.  King's  pawn  2  squares. 
W.  The  same. 

B.  King's 
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s. 

B>  King's  bishop  at  his  queen's  bi&hop's  4th« 
W*  King's  knight  at  bis  bishop's  ad« 

3. 
B.  Queen's  pawn  1  square 
W.  Queen's  bishop's  pawn  1  square* 

4. 
B.  Queen's  bishop  at  the  ad?erse  king^s 
knight's  4th, 
,  W.  King's  rook's  pawn  1  square^ 

S. 
B.  The  bishop  takes  the  knight. 
W.  The  queen  takes  the  bishop^ 

6. 
fi.  Queen's  knight  at  his  bishop's  3d. 
W.  Queen's  knight's  pawn  2  squares. 

7. 
B.  King's  bishop  at  his  queen's  knight's  3d. 
W.  Queen's  rook's  pawn  S  squares. 

8. 

B.  Queen's  rook's  pawn  1  square. 

W.  King's  bishop  at  his  queen's  bishop's  4tl]u 

B.  King's  fcnight  at  his  bishop's  3d. 
W.  Queen's  pawn  1  square. 

10. 
B.  The  queen  at  her  £d  square. 
W.  Queen's  bishop  at  his  king's  3d. 

B.  Th^ 
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IL 

B.  The  king's  bishop  takes  the  bishop. 

W.  The  kiag's  bishop's  pawn  takes  the  bishop, 

B,  The  king  castles  with  his  rook, 
W.  King's  knight's  pawn  2  squares, 

13. 
B.  King's  rook's  pawn  1  square 
W.  The  knight  at  his  queen^s  24. 

14. 
B.  King's  knight  at  his  king's  rook's  2<L 
W.  King'i^  rook's  pawn  1  square^ 

15. 
B.  King'si  knight's  pawn  1  square, 
W.  The  king  at  his  2d  square. 

16- 
B.  The  king  at  his  kpight  s  2d. 

W.  Queen's  pawn  I  square,, 

17- 
B.  King's  bishop's  pawn  1  square, 

W.  The  knight  at  liis  king's  bishop's  square^ 

18. 

B.  Queen's  knight  at  his  king's  2d. 

W,  The  knight  at  his  king'^  Hnight'a  34 

19. 
B-  Queen's  bishop's  pawn  1  square. 

W.  Queen's  rook  at  its  king's  knight's  square. 

B.  Queen's 
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30. 
B  Queen's  pawn  1  square. 
W^  The  bishop  at  his  queen's  knight's  3d. 

21. 
B.  The  queen*s  pawn  takes  the  king's  pawn« 
W.  The  queen  takes  the  queen's  paM9i« 

SS. 
B.  Queen's  knight  at  his  queen's  4th, 
W.  The  king  at  his  queen's  2d. 

33. 
B.  Queen's  rook  at  its  king^s  square. 
W.  The  king's  rook'«  pawn  1  square. 

34. 
B.  The  queen  at  her  king*s  bishop's  2d. 
W.  The  bishop  at  his  queen's  bishop's  2d. 

25. 
B.  Queen's  knight  at  his  king's  2d. 
W.  The  king's  rook's  pawn  takes  the  pawn, 

•    26. 
B.  The  queen  takes  the  pawn. 
W.  The  queen  takes  the  queen. 

27. 
B.  The  knight  takes  the  queen. 
W.  The  knight  gives  check  at  the  adverse 
king's  bishop's  4th. 

28. 
B.  The  king  at  his  rook*s  square. 
W.  The  king's  rook  takes  the  pawn. 

B.  King's 
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B.  King's  rook  at  its  king's  knight's  square-  : 
Wv  The  king's  rocik  take?  the  king's  knlgbt^ 

and  givf s  cbecJk. 

SO. 
B.  Th^  kirtg  t*kef  the  rook. 
W*  The  iw>k  gives  check,  at  its  king's  rook'if 

aqnarie. 

B.  The  knight  at  the  adverse  king's  rook's 

.  4th,  covering  check. 

W.  The  rook  t^kes  the  knight,  and  gives 

check.  .  /. 

52. 
B.  The  king  ^t  Tm  kafiight's  3d. 

AT.  fHie  kaight  at  the  adverse  king^s  robk'5 
M,  discovering  check  from  the  bishop, 

.       33.    .'  •        • 

fi.  Tl^  kin^  atliis  knight's  4th. 

W.  The  jpak  at  the  adverse  kiag's  rook's  4th, 
gmag  checkrmate.' 

\  .  .  ... 

Not  to  retrace  a  connected  series  of  moves 
in  the  game,  the  reader  will  perceive  that  the 
black  king  should  have  been  moved  to  his 
knight's  second,  and  not  to  his  knight's 
fourth,  by  which  the  mate  would  have  been 

VOL.  II.    •  S      •  thrown 


25^  CA^T.  SHITH'iS  PARTT. 

thrown  to  a  considerable  distance ;  if  a 
blemish  be  in  the  33d  move  conspicuous,  so 
was  brilliant  manoeuvring  in  preceding  stages. 

These  exhibitions  of  play  are  not,  indis- 
criminately, models: '  but  the  amateur  who 
wishes  to  see  the  gambit  pursued,  from  the 
inceptive  state  in  which  the  studied  exLamples 
leave  the  gambit,  to  a  decisive  result,  may 
consult  Count  Bruhl's  Second  Party  with 
advantage. 

The  Editor  cannot  express  greater  ad- 
miration  than  he  feels,  at  the  talents  which 
supported  the  masterly  professor  in  a  success- 
ful combat  with  distinguished  players,  under 
cpitibined  difficulties  and  privations  volun^ 
tarily  encountered.  The  chance  of  confusion 
in  the  pi6lure  in  his  mind,  furnished  some 
dependence  to  his  opponents:  but  it  was 
scarcely  to  be  e^peiSied,  that  a  player,  so 
completely  exercised,  should  be  drawn  into  a 
novel  situation,  or  an  untried  combination^ 
or  that  if  such  could  be  off^Nred  to  him,  that 
his  progress  would  be  embarrassed. 
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OiVT  DISPUTED  POINTS. 

J5Y  suggesting  elementary  regulations, 
and  by  improvements  on  the  best  plans  of  his 
predecessors,  Philidor  laid  a  foundation 
for  investing  the  theory  of  the  game  with 
stability  and  excellence ;  and  there  wants 
only  the  concurrent  efforts  of  reasoning  play- 
ers, to  give  the  few  principles  which  remain 
afloat,  or  which  rest,  by  sufferance,  on  bases 
that  do  not  harmonize,  a  settlement  that  by 
an  agreement  of  parts,  and  a  coincidence 
with  order,  shall  be  entitled  to  permanence. 

As  the  ,obje6t  of  the  game  is  to  convey  into 
the  mind  a  facility  at  resource  by  exercise,  it 
seems  peculiarly  worthy  to  receive,  from  time 
to  time,  all  the  improvemeut,  as  a  system,  that 
experience  and  refledliou  can  bestow.  But 
the  thinking  votary  of  Chess,  in  the  cultiva- 
tion of  this  slow  maturity,  will  guard  it  from 
all  radical  changes;  because  the  history  of 

its 
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its  progress,  through  successive  ages,  and  in 
various  countries,  allows  ^no  hope  of  pro- 
ducing all  at  once^  by  any  effort  of  mind,  a 
combinaticm  of  study  with  amusement,  to  be 
pursued  as  a  game,  that  shall  rival  it  in  utility 
and  interest. 

As  a  prelude  to  a  complete  adjustment  of 
principlj&s,  the  Nomenclature  of  Chess,  cir- 
cumscribed in  subjefts,  but  redundant  in 
obscurity  and  error,  deserves  attention.  Care 
should  be  taken  to  distinguish,  by  appropriate 
terms,  the  Elementary  Institutes  which  fik 
the  powers,  and  modes  of  afilion  of  the  pieces, 
from  the  General  Maxims,  or  Dire6lions  for 
Playing,  which  communicate,  as  far  as  theo- 
retic indications  can,  the  most  dextrous  ways 
of  using  them;  and  these,  again,  should  be 
distinguished  from  those  Laws  or  Regulations 
which  obviate  or  decide  disputes  between 
players,  respefting  punftilios  in  the  manage- 
ment of  the  pieces,  and  the  board.  In 
Treatises  of  Chess,  these  have  been  indis- 
criminately blended  under  the  general  name 
of  Rules ;  to  the  ^impediment  of  the  student, 
exploring  publications  for  a  lucid  path  to  thfe 
game.  A  negleft  of  division  and  arrange- 
ment, was  the  less  pardonable  in  works  pro- 
fessed to  be  scientific  compendiums  of  Chess, 

because 
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because  discretionary  liberty  was  afforded,  in 
the  local  position  of  the  materials,  by  the 
extent  of  the  plan.  The  framers  of  the  Laws 
of  Chess  *y  on  the  contrary,  had  it  not  in 
contemplation  to  compose  a  system  for  the 
uninitiate;  which  is  a  satisfaftory  apology  for 
their  mixing  decisions  on  a  few  disputed 
points,  which  belong  to  the  class  of  Elementary 
Institutes  J  with  Provisions,  or  LawSy  to  pre- 
ven|;  the  errors  or  inadvertencies  of  players, 
from  obstrufting  the  game. 

It  is  not  intended  to  call  in  question  the 
justness  of  the  general  tenor  of  their  short 
code,  which  adrhinisters  correftions  of  inci- 
dental  informalities,  perfeftly  equitable.  Sec- 
tions IX,  X,  XI,  Xilj  however,  are  employed 
in  regulating  the  powers  and  modes  of  a6lioij 
of  peculiar  pieces,  embracing  the  most  pro- 
J?lematical  point$.  Separating  these,  we  in- 
vestigate their  propriety,  in  the  order  there 
pursued. 

Section  IX.  enads,  that  a  pawn  may  becomft 
a. queen,  when  all  the  pieces  remain  on.  the 
ffoard.  Consequently  a  player  njay  have  two, 
or  a  greater  plurality  of  queens.  How,  en- 
quires   the  player  recently   entered    on  the 

study 

•    «     >  *  .  '  t  • 

*  Ante  page  199. 
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study  of  the  game,  is  each  additional  queen  to 
be  represented  and  distinguished  ?  By  placing 
two  pawns  on  one  square,  and  pushing  them 
about  in  company;  a  solecism  in  theory,  a 
barbarism  in  pradice.  Against  it,  Ph  i  l  i  d  o  r, 
in  the  first  edition  of  his.  work,  violently  in- 
veighs. His  reasons  and  his  poignant  ridicule 
are  recorded;  but  he  has  not  favoured  us 
with  the  arguments  by  which  he  was  after- 
wards induced  to  give  it  countenance.  Per- 
haps he  was  overborne  by  a  majority,  pre- 
possessed in  favour  of  a  pradice,  to  which, 
from  their  first  acquaintance  with  the  game, 
they  had  been  accustomed. 
.  The  EDiTOH'begs  leave  to  suggest,  that  by 
limiting  the  promotion  of  the  pawn  to  the 
highest  office  or,  power,  vacant y  an  incon- 
gruity revolting  against  method,,  may  be 
avoided :  and  a  moderate  share  of  skill  will 
still  enable  the  player,  to  derive  the  utmost 
preponderance  from  a  pawn  on  the  eve  of 
promotion.  It  is  only  necessary  previously 
to  offer  an  exchange  of  queens,  which  can 
seldom  be  refused,  without  surrendering  the 
advantage  of  position:  not  to  mention  that 
the  conversion  of  a  pawn  merely  into  a  rook, 
would  prove,  in  the  hands  of  an  able  player, 
an  eifeftive  acquisition,   v 
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We  now  enter  on  the  consideration  of 
Se6lion  X.  It  must  be  owned  that  Philidor 
was  always  an  advocate  for  the  principle 
which  pervades  it^  inculcating  it  before  it 
was  engrafted  i^  the  English  code.  It  pro- 
fesses to  establish,  that  an  unmoved  pawn  may 
be  disqualified  from  advancing  two  squares, 
by  the  circumstance  of  an  adverse  pawn  hav- 
ing penetrated  to  the  fourth  fquare  of  an 
adjoining  file.  There  is  a  refinement  in  this 
decision^  which,  while  the  mistake  on  which 
it  rests  lay  undetefted,  recommended  it  to  the 
ingenious.  Expose  the  mistake  which  pro- 
bably gave  rise  to  it,  and  the  rule  is  left  with- 
out foundation.  Thp  phrase  >*two  step,s  the 
first  fHove,*'  or  '^two  moves  the  first  step,^^  an 
occasional  substitution,  was  current  through 
chess  books,  and  with  players.  Hence  a  habit 
was  implicitly  contra6led,  of  contemplating  a 
pawn  exercising  4his  power,  as  making  two 
mwes  ojToNE  square  each^  not  one  continued 
integral  move  of  two  squares. .  The  Editor 
observes,  that  if  the  former  idea  be  right, 
every  one  must  admit  the  rule  to  be  right ; 
for  who  could  make  a  journey  of  20  miles, 
that  is  precluded  from  going  the  first  10. 
But  if  the  latter  idea  be  the  correct  one,   if 

the  pawn,   at  its  first  move,  have  really  the 

*  power 
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power  Jdf  going  two  squares  at  one  effort,  it  is 
AS  irregular  to  prohibit  the  exercise  of  that 
power,  because  the  pawn,  were  it  to  halt  on 
its  way,  would  be  taken ;  as  it  would  be  to 
-prohibit  the  bishop,  the  rook,  or  the  queen, 
the  full  exercise  of  their  greater  powers,  when- 
ever there  is  a  square  in  the  line  of  their  pas- 
sage, at  which  they  could  not  rest  without 
being  takenf    Ought  any  of  the  latter  pieces 
to  be  precluded  from  passing  such  a  square? 
.  The  absurdity  of  the  phraseology  which  sup- 
ports the  rule  is  conspicuous,  when  extei^ed 
.  to  the  queen ;  it  would  be  grotesque  to  say, 
.  that  she  makes  seven  moves.      For  these  rea- 
sons, in  describing  the  properties  of  the  pawn, 
in  the  INTRODUCTION  TO  CHESS,  in 
.  the  first  volume,   no  notice  is  taken  of  this 
disqualification. 

Seftion  XL  involves  nothing:  that  can  ma- 
terially  offend  the  advocate  of  order,  except 
that  in  pursuing  one  species  of  uniformity,  it 
loses  sight  of  another*  By  confining  the 
king  to  move  precisely  the  same  distance  from 
.  his  original  square,  whether  he  castlea  on  the 
king's  side  or  the  queen's  side,  his  relation  to 
the  covering  pawns,  when  castled,  and  the 
space  from  the  exterior  of  the  board,  is  not 
on  each  side  uniform.     If  the  rule  he  intended 

to 
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license,  in  leaping  over  anodier  piece,  it 
daould  be  lemembered,  that  eitber  the  king 
or  the  Toolc  mast  vault  three  squares  in  cast^ 
ling  on.  the  queen's  side,  and  the  kin^  is  en^ 
titled  to  the  prerogative  of  taking  this  ftight 
once  in  a  campaign,  in  preference  to  the  rook. 
Under  the  mode  here  prescribed,  the  king  is 
l[iot  equally  shielded  on  the  qiaeen's  side  as  on 
the  king's.  In  the  inceptive  games  tf  the 
Introdudion,  the  castled  king  is  invariably 
placed  on  the  icnight's  square,  and  the  rook 
on  the  bishop's.  Tlie  objcft,  however,  is  of 
less  importance  than  the  two  preceding;  and 
as  to  any  striking  influence  on  the  aspeS;  of 
the  game,  does  not  furnish  materials  for  a 
cogent  argument,  founded  on  a  comparisom 
ofefFefts.  The  reader  having  surveyed  both 
modes,  will  indu6):  that  which  he  approves, 
into  his  own  pra&ice. 

* 

6e6i:iofi  XII.  embraces  several  obje6ls.  It  h 
therefore  recapitulated,  with  the  points  which 
the  Editor  invites  to  be  considered,  dia- 
tinguisfaed  by  Italics.  **  The  king  cannot 
**  castle  ^hen  in  check,  nor  after  having  been 
.^^  moved,  nor  if  in  pas  wig  he  was  erposed  to  a 
^^  check,   nor  with  a  rook  which  iias   faeon 

*^  moved: 
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\^  moved :  and  he  that  castles  when  he  should 
.V  not,  must  play  his  rook  touched,  or  his 
**  king,  at  his  own  choice."  Is  not  the  pro- 
hibition upon  the  king  from  castling,  when  in 
check,  as  extraordinary  as  if  a  general  were 
|)reyented  from  .  flying  under  the  guns  of  a 
fort,  when  the  efforts  of  a  numerous  enemy 
were  concentred  on  him  ?  If  this  di&ability  be 
isssential  to  a  tactical-  condu£l  of  the  game,  let 
if  ht  cojDtinued.  It  seems,  ho^rev^f,  to  have 
been  transmitted  from  player  to  player,  after 
the  reasons  which  occasioned  it  ceased  to 
exist.  In  past  eras  of  Chess,  the  king  and 
rook:had  such  a  latitude  in  castling,  that  the 
assailant  might  be  defied  to  conje£i;ure  to  what 
.part  they  would  be  transported./  The  most 
expedient  qualification  of  ,this  license,  that 
then  .presented  itself,  was  to  restrict  the  king 
jTrom. castling  when  in  check,  in  order  that  an 
elaborate  attack  might  not  be  entirely  eluded. 
Succeeding  legislators  of  Chess  have  defined 
the' place  of  castling,  and  the  distance  to  be 
passed;  and  the  original  argument,  for  the 
prohibition  under  discussion,  has  vanished. 
Beason  will  not  oppose  a  repeal  of  one  of  the 
.  .restriaions  on  the  chief  piece  on  the  board, 
at  the  multiplicity  of  which,  every  person,  on 
/a  first  introduction  to  the  game,  feels  surprise. 

It 
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It  is  to  be  added,  that  Very  interesting 
situations  occur,  by  allowing  the  king  to 
castle  when  in  check;  and  that  trains  of 
operation  parallel,  cannot  be  induced  under  a 
contrary  pra6i:ice. 

With  respeQ;  to  the  prohibition  from  castling, 
if  ^  the  king  in  passing  would  be  exposed  to  a 
cheeky  it  rests  precisely  on  the  same  grounds 
as  the  disability  imposed  on  the  pawn  ;  and  a 
restridion  from  passing  a  square  on  which  an 
adverse  piece  afts,  should  be  imposed  on  all 
the  pieces,  or  on  none;  now  if  it  were  general, 
it  would  be  impossible  to  pursue  the  game, 
from  the  wearying  and  minute  examination 
of  every  square,  in  all  possible  tracks,  which 
would  be  incumbent  on  the  player ;  and  the 
consequent  paralysis  of  the  leading  pieces, 
which  it  would  occasion.  If  this  excessive 
refinement  controlled  all  the  movements  on 
the  board,  chess  would  have  a  constitution 
most  ingeniously  imprafticable. 
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